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When sorcery ruled, and trolls and minotaurs still walked this Earth, 
a party of six intrepid adventurers set out to find the Nine Rings 
and use them to destroy the Dark Lord. This is your quest. 




If lliisre are no convenient stores 
near you, Vlf A s Mastercard hoWsrs 
can : " “ r (tiret) ny raiUng 800-SS7 1617. 
ext. 3Su (toll free), in California, call 
800-772-3345. 33S, 

To order by mall, send your check to: 
STRATEGIC SIMULATIONS. INC , 883 StterUn 
Road, Bldg. A-200. Mountain View, CA 
94043. Please add $2.00 fbr shipping 
and handling (California residents, 
add 7% sales tax). All our 
games carry a "14-day 
satisfection or your 
money back" 
guarantee. 


WRITE FOR A 
FREE COLOR 
CATALOG OF 
ALL OUR GAMES 


LonK this rxrw, exciting game 
at your lofiil l omputer/software 
or g.trhe .^Oixt tcxjayl 


An attack by Killer bees in the colorful 
countryside. 


The wave of deadly monsters continues 
as dwarfish Kobolds threaten your party. 


One of your comrades is injured by Ghouls 
during a search of the dungeons. 


A sample composition of your party show- 
ing race, class and status. 
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Do You Know Us? 

If you’re into board wargaming, you probably do. For 10 
years we’ve been number one in historical accuracy and in- 
novative design. Our games have won every award from the 
Charles Roberts to the Games 100. We know history and game 
design better than anyone else in the business. 

But Do We Know Computers? 

You bet we do. Take a look at Chickamauga: it uses the 
Atari’s capabilities to their fullest, from player-missile graphics 
to joystick. Of course, it’s written entirely in machine language. 

In September of 1863, the Confederate Army of Tennessee, secret- 
ly reinforced from Virginia by Longstreet’s Corps, reversed its 
retreat to attack the pursuing Union army near Chickamauga Creek. 

The battle that followed was one of the hardest fought and most even- 
ly matched of the Civil War. 

You command a Union or Confederate army of 50,000 men: 
brigades of infantry or cavalry with attached artillery. The computer 
keeps track of each man and gun, along with changing unit morale, 
fatigue, and communication status. You can give your army orders 
(8 different types) with surprising ease, with keyboard or 
joystick. Orders include march and cautious moves, fire. Game Designers' Workshop 

melee, rest, fortify, etc. Both sides’ movement and com- P O. Box 1646° 

bat are shown simultaneously on a strategic display. Bloomington, Illinois 61702-1646 


2 PM CONFEDERATE- 3 

I - ^ 2618; Scor« l»63i C-18 - 

X 

X I 

'■ Z ■— M ^ 

X 



A section of the battle map. The player is ready to move Law’s 
Brigade of Hood’s Division, Longslrect’.s Corps (the white X). 


★ Unprecedented research and historical detail. 

★ Amazing ea.se of play. 

★ Tactical and strategic maps. 

★ Computer plays either side at three skill levels. 

★ Save game and play by mail options. 

★ .Simultaneous hidden movement— limited intelligence. 

★ Alternate scenario starts on the battle’s 2nd day. 

$35 disk for Atari computers with at least 48K atui one disk 
drive. If there is no store in your area, you can order direct 
from GDW. Aid $1 per i>ame for hundlinj’. 
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Put a ^20,000,000 Thrill in 
your Computer!!! 



^'le F-15 STRIKE EAGLE, one of the world’s most sophisti- 
ated fighters, costs the Air Force more than $20,000,000.00 
ach. Now you too can strap into your ejection seat and 
)rove how good you really are in exciting modern jet fighter 
combat. Fly combat missions, engage enemy aircraft, and 
destroy enemy ground targets from historic missions over 
Southeast Asia to today's defense of the strategic oil routes 
through the Straits of Flormuz. 

F-15 STRIKE EAGLE (simulator) has all the features that 
makes the real EAGLE the great tighter aircraft it is — 
afterburners, multiple radars, air to air missiles, high 
explosive bombs, cannon, drop tanks. Electronic Counter 
Measures (ECM) flares, electronic ground tracking 
maps, Fleads Up Display (FlUD), outstanding 3-dimen- 
sional cockpit visibility, and realistic F-15 maneu- 
verability. Your mission is to take off from your base, 
fly to and destroy your primary target through all the 
dangers of enemy territory including Surface to Air 
Missiles and enemy aircraft. Of course, you have to 
get back home again, too! I 
F-15 STRIKE EAGLE is a very real simulation, accom- 


MicroProse Software 

The Action is Simulated — the Excitement is REAL!! [ 301 ] 667-11 51 


plished with the guidance of real fighter pilots, and includes 
seven different combat missions, four skill levels, and an 
infinite number of exciting scenarios. F-15 will thrill and chal- 
lenge you and give you the chance to prove you have the 
"Right Stuff” of an EAGLE fighter pilot!! 

F-15 STRIKE EAGLE is available for Commodore 64, ATARI 
(48K), and Apple II (64K) computers. Suggested retail price 
is only $34.95. Find STRIKE EAGLE at your local retailer, or 
call or write for MC/VISA, or COD orders. Add $2.50 for 
Postage and Handling (Int'l add $4.00USD). MD residents 
add 5% sales tax. 


Experience the reality of 
these other great simulations 
from MicroProse 



As close to the Real 
Thrill of Flying as You 
Can Handle!!! 


Heart Pounding 
Accelerated Real- 
Time Defense of 
Europe Against 
Soviet Invasion!!! 


Sensational Assault 
Chopper Rescue 
Raids for Daring 
Pilots!!! 


Commodore 64. ATARI. APPLE, and IBM are registered trademarks of Commodore Business Machines Inc., ATARI Inc., APPLE Computer Inc., and International Business Machines Inc., respectively. 
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FAILURE 

MAKE 

GREAT 

GAMES. 


Both games are on 48K diskette for Apple®!! with Applesoft ROM, II+, lie 
and He; 48K diskette for Atari® home computers: 
and 64K diskette for Commodore 64'!' 


STRATEGIC SIMULATIONS, INC. 

If there are no convenient stores near you, VISA & Mastercard holders can order To order by mail, send your check to: STRATEGIC SIMULATIONS, INC,, 883 Stierlin 

directly by calling 800-227-161 7, ext. 335 (toll free). In California, call 800-772-3545, Road, Bldg. A-200, Mountain View, CA 94043. (California residents, add 7% sales tax.) 

ext. 335. Please specify computer format and add $2,00 tor shipping and handling. All our games carry a ‘'14-day satisfaction or your money back” guarantee. 

WRITE FOR A FREE COLOR CATALOG OF AU OUR GAMES. 


APPLE, ATARI, and COMMODORE 64 are trademarks of Apple Computer, 
Inc., Atari, Inc. and Commodore Electronics, Ltd., respectively. 

® 1965 by Strategic Simulations. Inc. All rights reserved. 


1944 saw two of the 
worst failures of World 
War II; Field Marshal 
Montgomery’s disaster 

at Arnhem in September and Adolf Hitler’s debacle 
at the Battle of the Bulge in December. In the belief that today’s wargamers might do better if 
given the chance, SSI has created two gaming triumphs; OPERATION MARKET GARDEN'" and BREAKTHROUGH IN THE 
ARDENNES') both by the authors who gave you the award-winning “Knights of the Desert'" ’’ and “Battle for Normandy'". ’’ 


On diskette for the 
APPLE? ATARI? and 
COMMODORE 647 


OPERATION MARKET GAROEN"' 

Montgomery’s brainchild required three 
Allied airborne divisions to secure six 
bridges in Holland, effectively opening a 
way for the 30th Corps to cross into Ger- 
many. But due to hasty strategic decisions 
and bad luck, Operation Market Garden 
fell one bridge too short — and failed. 

The wargamer asks: “Would the 
end result be different if I had been in 
command?" Short of time travel, SSI's 
OPERATION MARKET GARDEN is the 
next best way to answer your question. 

FEATURES: 

• Battalion-level game with brigade and 
regimental build-ups and breakdowns 
possible. 


• Each unit rated for fire strength, com- 
mand control, efficiency, fortification level, 
stacking value, and unit type. Units draw 
supplies on the detailed road network. 

• Historical and free set-up scenarios with 
a hidden unit option, covering the battle 
from Sepfember 17 through 26 in ten turns. 

• Game play covers airstrikes, command 
control through headquarters, combat, 
and cross-river assaults with airborne/ 
engineer units. 

• Weather conditions such as overcast, 
cloudy, and clear affect availability of air- 
strikes and reinforcement/supply drops. 

• Tactical flavor that allows you to decide 
who goes first into battle, plot offensive 
and protective barrages, and change units 
between normal and travel modes. 

• Scrolling Hi-Res color display covers 
31 X 32 hexagonal grid map (each hex 
equals two miles), showing complete road 
network, terrain, bridges, towns and cities. 
•Two-player and computer-as-German 
scenarios. 

• Designed for wargamers of aii levels: 
ADVANCED GAME and simpler INTER- 
MEDIATE GAME included. 


RREAKTHROUGH IN THE ARDENNES" 

On December 16, Hitler launched a 
massive surprise assault against the thin 
Ailied lines in the Ardennes forest. His 
blitzkrieg achieved temporary success, 
but shortages of fuel and supplies coupled 
with staunch American resistance led to 
Hitler's resounding defeat at the Battle of 
the Bulge. 

In this game, we've gone to great 
lengths to set up the actual conditions 
of this historic conflict so you might 
accomplish what a mad genius could not. 

FEATURES: 

• Advanced battalion/regimental-level 
game with divisional buildups and break- 
downs possible. 


• Three scenarios covering the battle 
from December 16-27. 

• Game play includes blowing and build- 
ing bridges, constructing fortifications, 
allocating artillery support, and combat. 

• Units can enter/leave travel mode and 
trace supply routes along the extensive 
Ardennes road network. Supply states are 
"supplied," “unsupplied," and "isolated,” 

• Over 200 units represented, including 
infantry, airborne, engineer, armor, 
panzergrenadier, and recon. 

• Weather affects air power, which is used 
to strafe enemy units on the road or 
interdict their strength and movement 
capability. 

• Ground freeze, which facilitates move- 
ment by icing up mud on the roads, is 
taken into account. 

• 31 X 32 hexagonal grid map represented 
by scrolling Hi-Res color display. 

• Two-player and computer-as- American 
scenarios. 

Look (or these gaming successes 
at your local computer/sottwaro or 
game store todayl 
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On 64K disk for the. Apple' ll wll 
Applesoft ROM, IK, Ue> ahcl He. 
On 64R disk for the Cotmnodora^ 
Uses keyboard/joystick contrrffe' 


mis game at your 
local sd^arfe/computer or 
game stVe-tedayl 


COMMODORE 64 


Find and store treasures and 
magic items to help you 
along the way. Learn well 
the properties of each magic 
item: You may have only 
seconds to use one to save 
your life! 



If there are no convenient stores near you, VISA St Mastercard . , -^o order by mail, send your check to: STRATECilC SIMULATIOMS, 

holderscanorderthis$34.95gamedirectbycalling800-227-1617, IMC, 883 Stierlin Road, Bldg. A-200, Mountain View, CV\ 94043. 
ext. 335 (toll free). In California, call 800-772-3545, ext. 335. (California residents, add 6.5% sales tax.) All ourgames carry a "14- 
Please add $2.00 for shipping and handling. »' day satisfaction or your money back' guarantee. 

WRITE FOR A FREE COLOR CATALOG OF ALL OUR GAMES. 


APPl.F. and ifbMMODORE 64 are trademarks of Apple Computer. Inc. and Commodore KlcUronlcs, Ltd.. rcs|>ecltvely. 
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Live the Fantasy and the Adventure. 


STRATEGIC SIMULATIONS INC. PRESENTS A FANTASY ADVENTURE GAME: QUESTRON ' 

ONE OF THE FINEST CHAPTERS IN THE NEVER-ENDING SAGA OF’^HE BATTLE BETWEEN GOOC' 

Starring YOU as THE HERO • MESRON. THE GOOD WIZARD • MANTOR. TFfE EVIL SQRCEROR 
AND HIS HORDES OF HERO-CRUNCHING MONSTERS • Written and directed by CHARLES DOIJGHERTY 


On 48 K disk for your Apple® II with Apple- 
soft ROM card. Apple II +, He. or Apple III. 
Also for Atari " home computers. 


THIS GAME RATED POSITIVELY GREAT. 


Ideal for Fantasy Adventurers of all ages. 


APPl.r.H ATARI .irt'tr.uIrmutkstTf Apple CotHpiittT, Inc .iiKlAt.iri.ltU., ri'Spi'rtivrlv. 


STRATEGIC SIMULATIONS INC 


•^MMODORE 64 is 4 irtwlerriJirk of Commodorv Hioetronici. UO 


If there are no convenient stores nearyou. VISAS Mastercard holders 
can order direct by calling 800-227 1617, ext. 335 (toll free). In Califor- 
nia. callBOO 772 3545. ext. 335. QUESTRON" goes for $49.95. plus$2.00 
for shipping and handling. (C-64 version Is $39.95.) 


To order by mail, send your check to: STRATEGIC SIMULATIONS INC. 
883 Stierlin Road. Bldg. A-200. Mountain View. CA 94043. (California 
residents, please add 6.5% sales tax.) All our games carry a "14-day satis- 
faction or your money back" guarantee. 


WRITE FOR A FREE COLOR CATALOG OF ALL OUR GAMES. 
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FREE 


INFORMATION 

SERVICE 



Free! 

Quick! 

No Obligation! 


Let us forward your request for further in- 
formation you'd like to receive on any 
number of products or services men- 
tioned or advertised in this issue of Com- 
puter Gaming World. 

1 Clearly print/type your name/com- 
pany address on one of the attached 
reply cards. 

2 Circle the numberfs) on that card 
correspond to the number(s) you’ll 
find at the bottom of thead(s)/articles(s) 
about which you'd like to learn more. 
(You'll also find these key numbers on 
advertised products in this issue’s Adver- 
tiser's index.) 


3 Stamp and mail the card. The 
sooner it's sent, the quicker you’ll 
get the literature you’re after. 



Why not take this opportunity to sub- 
scribe to Computer Gaming World? A 
subscription card can be found facing 
page 40. 



LODE RUNNER CONTEST WINNERS 


Last August we announced our Lode Runner Con- 
test. Over fifty screens were submitted by talented 
CGW readers. Most were excellent according to our 
two judges, Bob Proctor and Dan Stalcup. Playing 
all those entries was a challenge and a lot of hard 
work for Bob and Dan. Thanks guys! 

Prizes were awarded in four categories: Best Over- 
all; Best Appearance; Most Challenging to Solve; and 
Most Challenging to Play. 

Messieurs Proctor and Stalcup, the envelope 
please: 

The award for the Most Artistic screen goes to. . 

John Berry of Houston Texas for his Sailing Ship 
Screen. Congratulations John. Please keep your ac- 
ceptance speech within time limits. 

And next: the award for the Most Challenging to 
Solve. The envelope, gentlemen, if you please. . . And 
the winner is. . . Terry Schulz of Murrysville Penn- 
sylvania. Congratulations Terry. 

Our next award goes to the screen that was the 
Most Challenging to Play. And the winner is. . . Rob- 
in Cox of Houston Texas. Come on up here to the po- 
dium, Robin, and thank all the little people that have 



acDDEUiinonaa NEHoas 


made your victory possible. 

And finally (drum roll in the background), the mo- 
ment you’ve all been waiting for. . . The Overall 
Winner! 

This year’s winner of the Best Overall Design hails 
from the Houston Load Setter’s Group (a wild and 
crazy bunch of Lode Runner players). . . And his 
name is. . . STEVE VOSS for his “Friday” screen. 
Congratulations Steve! (Cut to commercial). 

Commercial: Would you like to be able to play the 
CGW Lode Runner Contest in your very own home? 
Well, now you can! Just look for the CGW Lode Run- 
ner Data Disk offer elsewhere in this magazine. You 
to can play the champions. Be the first one on your 
block to get one. But wait. . . there’s more! If you play 
Robotwar or Cosmic Balance, there are Data disks 
for you too! (End commercial, back to program). 

Well, folks, that’s about it for this year. But before 
we go, we would like to extend our thanks to Broder- 
bund Software who provided the prizes for the con- 
test. Steve will receive $50.00 for the best overall 
design. Our other three winners will receive games 
from Broderbund. Good night, and God Bless! 
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Avalon Hill Game Co. 

4517 Harford Rd. 

Baltimore, MD 21214 
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BY FIRE & SWORD: A multi-player game set in 
a mythical European kingdom in the early 10th 
century. One to six players begin as local barons, 
controlling a small area, and seeking to expand 
it through acquiring vassals and battling the other 
lords. The computer can play any of the positions 
in this game designed for up to six players. 
IBMpc and PCjr. 128K. 

INCUNABULA: Nothing less than the growth 
of civilzation is the subject matter of this game. 
If you have ever played Avalon Hill’s board game 
Civilization, you know what Incunabula is like. 
You begin as a small tribe facing an unexplored 
land. As your tribe increases you become a clan, 
build cities, and grow towards eventual nation- 
hood, attaining a “basis of law” for your society. 
Warfare plays a role in the game, but not as much 
as trade and economics (just as in real life). 
IBMpc and PCjr. 128K. 

LEGIONNAIRE: The C-64 version of Chris 
Crawford’s real time wargame of ancient warfare 
is now available. Legionnaire uses the same ba- 
sic game system as Crawford’s Eastern Front to 
produce a highly playable and realistic feeling 
game. You are Caesar as you lead your Legions 
against the barbarians of Gaul. C-64, Apple, Atari. 



BY FIRE & SWORD 


PRO MANAGER: A statistics-based baseball 
simulation. You can play with last year’s teams, 
great teams of the past, or key in your own teams. 
The program supports league play by keeping 
track of standings and displaying league stats. A 
powerful data base manager reports league lead- 
ers in just about any format you want (e.g. top 
3, top 10, top 10 with at least 50 at-bats, and so 
forth, individual “real” and computer league 
stats, etc.). Look for more coverage in our next 
issue. IBMpc and PCjr. 

Earthware Computer Services 
P.O. Box 30039 
Eugene, OR 97403 
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BLACK BELT: A taekwondo simulation/arcade- 
style game. A player moves up in rank as he in- 
creases his skill and wins matches. Two player 
or one player versus computer. Twenty different 
actions are available. Joystick or keyboard. Ap- 
ple, C-64. $29.95. 

Game Designer’s Workshop 
P.O. Box 1646 
Bloomington, IL 61702-1646 
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THE BATTLE OF CHICKAMAUGA: The blerb 
on the box claims that Chickamauga is “the most 
accurate and realistic battle game available for 
any computer.” While that remains to be seen, 
one thing is certain: this game is a strong first re- 
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PRO MANAGER 


lease from a company who has gained a good 
reputation from their board and role-playing 
products. A total of 45 pages of excellent 
documentation and a four color paper map ac- 
company the disk. There is a lot of detail in the 
game but play is easy. Review coming. Atari. $35. 

Lewis Lee Corp. 

P.O. Box 51831 

Palo Alto, CA 94303 

Circle 10 on Reader Service Card 

BANK PRESIDENT: This is not a game! This is 
a simulation in the real sense. We understand 
some banks have used this program to train per- 
sonnel. We believe it. If you really want to ex- 
perience a financial simulation, this one is the 
ultimate. As the bank president you choose prod- 
uct lines, deal with employee salaries, issue and 
redeem stocks and bonds, manage your invest- 
ment portfolio, speculate, hedge, borrow, loan, 
and set loan rates. The only option missing is the 
option to give away place settings with each new 
account opened at your bank. IBMpc. 128K. 


Muse Software 
347 N. Charles St. 

Baltimore, MD 21201 
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BEYOND CASTLE WOLFENSTEIN: The se- 
quel to the popular Castle Wolfenstein. The game 
is similar to the original. In this one you must 
make your way through Hitler’s bunker, find the 



BANK PRESIDENT 



INCUNABULA BLACK BELT BEYOND CASTLE WOLFENSTEIN 



LEGIONNAIRE THE BATTLE OF CHICKAMAUGA ON-FIELD FOOTBALL 
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pre-planted briefcase/bomb, take it to the Fuhr- 
er’s conference room, set the timer, and escape. 
New twists in this game are the ability to bribe 
guards, the use of a dagger to kill silently (guns 
tend to alert guards nearby). Good luck, you’ll 
need it! Apple, Atari, C-64. 

Gamestar 

1302 State St. 

Santa Barbara, CA 93101 

Circle 12 on Reader Service Card 

ON-FIELD FOOTBALL: Another excellent ar- 
cade style sports game from Gamestar. As expect- 
ed, OFF has great graphics. Play selection and 
player movement is done from the joystick. Each 
side has four players. A good beer-and-pretzels 
game. 0-64 reviewed. 


Simulations Canada 
P.O. Box 452 
Bridgewater, Nova Scotia 
Canada B4V 2X6 
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BATTLE OF THE ATLANTIC: An area move- 
ment game that simulates the struggle for con- 
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BATTLE OF THE ATLANTIC 


trol of the sea lanes from North America from 
North America to England and Russia during 
WWII. The Allied player mustkeep the shipping 
lands open, while the Axis player must deploy 
air, surface and submarine forces in attempt to 
strangle the Allies. Computer can play either 
side, or play it as a two player game. Review com- 
ing. Apple II. $60.00. 


Strategic Simulations 
883 Stierlin Rd., A-200 
Mountain View, CA 94043-1983 

Circle 14 on Reader Service Card 

COMPUTER AMBUSH: The second edition of 
CA is now available on both the Apple and Atari. 
Man-to-man combat in WWII. The orginal Apple 
version required centuries to play, this new ver- 
sion is faster, much faster. 


- ™ S 

CGW has a new phone 
number: 714-535-4435 



COMPUTER AMBUSH 


FROM THE EDITOR: 

STOP THE PRESSES! 


Welcome to our Game Design Issue. Scattered 
throughout this issue are several articles dealing with 
various aspects of computer game design. Dan Bun- 
ten discusses some basic elements about the human 
need to play in his Dispatches column. Jon Freeman, 
in Name of the Game talks about the process of decid- 
ing what to design. Bruce Webster is back with more 
artificial intelligence information in his column, Sili- 
con Cerebrum. Tom Cheche tells us what it is like to 
be a playtester, and finally. Roe Adams discusses ad- 
venture game designing in Come Cast a Spell With 
Me. Whether you are a designer or a player, we think 
you will learn much from these articles. Have fun! 

The other special note in this issue is CGW’s an- 
nouncement that we will be adding the IBMpc and 
PCjr to our product line (see IBM Goes To War). Now 
we know what it’s like to yell “stop the presses”. We 
were literally moments away from putting this issue 
to bed and going on the presses when the news broke 
about IBM’s decision to drop the PCjr. 

The facts are not all in; but one thing is clear: With 
the PCjr out of the picture, the software publishers 
are going to have to reevaluate their IBM strategy. 
It will be interesting to see what they decide. It may 
turn out that the loss of the PCjr will not have as great 
an impact as one might think. On a projected sale of 
one million units last year, IBM only sold 240,000 
Juniors. We will be keeping a close eye on the IBM 
situation. 

For now, there are some exciting new IBM designs 
coming out. Read about two of them in IBM Goes to 
War. 





A PRICE 

BREAKTHROUGH 


We would all like to enjoy those $50.00+ Stock Market Games. But the price is too much! Our 
goal is to present a challenging concept with a realistic price of $29.95 by eliminating costly 
frills that do not improve the game’s playability. With ADVERSARY II™series of Computer 
Simulations, you will enjoy the lower prices without sacrificing quali^ play. 

Author Greg Berckes has designed a Stock Market Game that is User Friendly with Mulitiple 
Levels of Challenging Speculation. It is easy to use in Solo or Multi-Investor Play. Left out were 
the costly frills ot: colorful artist’s tox (have you ever framed a game box?), toll free numbers 
that actually add $2 to$3 tqgame price, expensive copy protection systems (all you need is DOS 
3.3 COPY A), full page multi-colored artistic ads, and expensive national retail store distribution. 


Unclejohn Henry died, with his estategoing to the ONE speculator in seven 
whp plays the Stock Market best. You speculate with up to 7 stocks with 
individual video ticker tapes. He has even provided a discount broker to handle 
all transactions. Eccentric J.H. requires you to beat his computer strategies in 
12 weeks (1:30 actual time), or else his entire estate goes to the “Save the 
Aardvark Fund”. Timothy is aggressive, Gregory is conservative, and Helena 
counts her interest while she knits. Your enjoyment will start the sooner you 
place you order at the address below: 


VIDEO STOCK 
MARKET GAME 


*29 


95 


DELIVERED 


System Requirements: Apple II+, lie, lie, with 48K Memory, 16 Sector, 5‘4"disk drive, uses DOS 3.3. 
Apple is a trademark of Apple Computer Corp. 

To Order Send $29.95, along with your name and address to: (U.S. Sales Only) 

Computer Adversary Publishing, Dept. B, 225 Ridge Court, Marion, Iowa 52302. 

For Master Card & VISA, give full name, card number, expiration date, signature, phone number; and for 
M.C., Interbank Number. Personal checks allow an EXTRA 2-3 weeks processing time over credit cards and 
cashier’s checks. For Warrenty Information prior to sale send SASE. 
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THE MOST CHALLENGING GAMES 
AT THE MOST REASONABLE PRKES 


INFOCOM k |_^__|LiCTRONICAmS 


TITLE 

OUR 

PRICE 

□ 


OUR 

PRICE 

E2 


TITLE 

LIST 

PRICE 

OUR 

PRICE 

□ 

Ea 



Cutthroats 

$27 


• 

“525“ 

• 


Adventure Construction Set 

“550“ 

$38 





Deadline 

$35 


• 

$31 

• 


Archon 

$40 

$30 



B 

• 

Enchanter 

$27 


Bi 



EM 

Archon II 

$40 

$30 





niicnniKers liuiae/uaiaxy $27 





D3 

Cut & Paste 

$50 

$38 

n 

D 

EM 

• 

iniioei 


• 

• 


• 

• 

Financial Cookbook 

$50 

$38 

• 

• 

• 

• 

Planetfall 

$27 

• 

• 


• 

• 

M.U.LE. 

$40 

$30 


• 

• 


Seastalker 

$27 

• 

• 


• 

• 

Murder on the Zinderneuf 

$40 

$30 

• 

• 

• 

• 

Sorcerer 

$31 

• 

• 


• 

• 

Music Construction Set 

$40 

$30 

• 

• 

• 

• 

Starcross 

$35 

mm 



EM 


One on One 

$40 

$30 

• 

• 

• 

• 

Suspect 

$31 


^21 




Pinball Construction Set 

$40 

$30 

• 

• 

• 

• 

Suspended 

$35 

• 

• 

$31 

• 


Realm of Impossibility 

$40 

$30 


• 

• 


Witness 

$27 

• 

• 

KWiM 

• 

• 

Seven Cities of Gold 

$40 

$30 


• 

• 


Zork 1 

$27 

• 

• 


• 


Sky Fox 

$40 

$30 





Zork II, III 

$31 

• 

• 

$27 

• 


Standing Stones 

$40 

$30 

EM 


• 

-1 

Four-in-one-Sampler 

$ 6 


• 

$ 6 

• 

• 



SSG 




SIR-TECH 


r: 


the most challenging games 
designed for the most popular 
brands of personal computers. 
Then add a knowledgeable sales 
staff that’s constantly on the 
lookout for newer, more exciting 
challenges. For the finishing touch, 

|^^l|llll I lllllllllllll* 

Apple II. He. Me. (with exceptions.) 



/ 

ELECTRONIC ARTS_- 

1 

f 

1 

j 

: 1 

1 



You start with 


INFOCOM 


SIMULATIONS CANADA 


JI 


MICROPROSE 


.AVALON HILL 


SSI 


ItVtA 

INCORPORA TED 

1710 Wilwat Drive, Suite E 
Norcross, GA 30093 
404-441-3045 

1 - 800 - 554-1162 


A ATARI* 

Atari-all models 


toss in strategically low prices. Its a 
winning combination! 

TEVEX delivers. The hottest new 
games are always here first . . .and 
always priced for less. Call today 
and challenge us. We can’t be 
beat! 


commodore® 

Commodore 64 only 
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SAME DAY SHIPPING 


CALL TOLL FREE 1-800-554-1162 


SSI 


TITLE 

LIST 

PRICE 

DUR 

PRICE 

□ 

m 



Baltic 1985 

$35 

$23 

• 


• 


Battle for Normandy 

$40 

$27 

• 

• 

• 

• 

The Battle of Shiloh 

$40 

$27 

• 

• 



Bomb Alley 

$60 

$40 

• 




Breakthrough/Ardennes 

$60 

$40 

• 

• 

• 


Broadsides 

$40 

$27 

• 

• 

• 


Carrier Force 

$60 

$40 

• 

• 

• 


Cartels & Cutthroats 

$40 

$27 




QQI 

Combat Leader 

$40 

$27 


• 

•j 


Computer Ambush (2nd Ed.) $60 

$40 

• 




Computer Baseball 

$40 

$27 

• 

• 

• 


Computer Quarterback 

$40 

$27 

• 


• 


The Cosmic Balance 

$40 

$27 

• 

• 

• 


Cosmic Balance II 

$40 

$27 

• 

• 



Eagles 

$40 

$27 

• 

• 

• 


Epidemic! 

$35 

$23 

• 

• 


• 

Field of Fire 

$40 

$27 


• 



50 Mission Crush 

$40 

$27 

• 

• 

• 


Fighter Command 

$60 

$40 

• 




Fortress 

$35 

$23 

• 

• 

• 


Galactic Adventures 

$60 

$40 

• 

• 



Gemstone Warrior 

$35 

$23 





Geopolitique 1990 

$40 

$27 

• 


• 


Germany 1985 

$60 

$40 

• 


• 

IIB 

Guadalcanal Campaign 

$60 

$40 

• 




Imperium Galactum 

$40 

$27 

• 

• 



Kampfgruppe 

$60 

$40 





Knights of the Desert 

$40 

$27 

• 

• 

• 


Napoleon’s Campaigns 

$60 

$40 

• 




North Atlantic 1986 

$60 

$40 

• 




Objective Kursk 

$40 

$27 

• 

• 



Operation Market Garden 

$50 

$33 





Phantasie 

$40 

$27 





President Elect 

$40 

$27 

• 


• 

IH 

Professional Tour Golf 

$40 

$27 

• 


• 


Questron 

$50 

$33 

• 

• 

* 


Rails West 

$40 

$27 

• 

• 

• 


RDF 1985 

$35 

$23 

• 


• 


Reforger 88 

$60 

$40 

• 

• 



Ringside Seat 

$40 

$27 

• 


• 


Tigers in the Snow 

$40 

$27 


• 

• 

• 

War in Russia 

$80 

$53 

• 

• 




Plus ALL other SSI games 
*C-64 Quesiron $27. 


SIMULATIONS CANADA I 


TITLE 

LIST 

PRICE 

DUR 

PRICE 

□ 

EZ 



Battle of the Atlantic 


$40 

• 




Fall Gelb 

$60 

$40 

• 




Fifth Eskadra 

$60 

$40 

• 




Grey Seas, Grey Skies 

$60 

$40 

• 




Sieg in Afrika 

$60 

$40 

• 


• 



1 SIR-TECH I 

TiTi c LIST OUR 

PRICE PRICE 

□ 

ca 



Crypt of Medea $35 $25 

Wizardry-Knight of Diamonds $35 $25 

Wizardry-Lgcy of LIylgamyn $40 $30 

Wizardry-Proving Grounds $50 $36 

Wizardry-Return of Werdna $45 $33 

B 

B 

B 


• 




• 




• 




NEW 





AVALON HILL 


TITLE 

LIST 

PRICE 

DUR 

PRICE 

□ 

sa 

B 


Clear for Action 

$30 

$20 


• 



Close Assault 

$35 

$23 


• 



Computer Diplomacy 

$50 

$33 




• 

Dnieper River Line 

$30 

$20 

• 

• 


• 

Dreadnoughts 

$30 

$20 

• 




Fortress of the Witch King 

$25 

$17 

• 


• 


Gulf Strike 

$30 

$20 


• 



Jupiter Mission 1999 

$50 

$33 


• 



Legionnaire 

$40 

$27 

• 

• 

• 


Panzers East! 

$30 

$20 



• 


Panzer Jadg 

$30 

$20 


• 

• 


Paris in Danger 

$35 

$23 


• 



Parthian Kings 

$25 

$17 

• 


Q2I 


Quest of the Space Beagle 

$35 

$23 


• 



Ripper 

$25 

$17 



• 


T.A.C. 

$40 

$27 

• 

• 

• 


Telengard 

$28 

$19 

• 

• 

• 

• 

Tournament Golf 

$30 

$20 

• 




Under Southern Skies 

$25 

$17 

• 





Plus many more Avalon Hill games 


MICROPROSE 


TITLE 

LIST 

PRICE 

DUR 

PRICE 

□ 

E3 

B 


Crusade In Europe 

$40 

$27 

n 




F-15 

$35 

$25 


• 

• 


Hellcat Ace 

$30 

$22 


• 

• 

• 

Mig Alley Ace 

$35 

$25 


• 



Nato Commander 

$35 

$25 

• 

• 

• 


Solo Flight 

$35 

$25 

• 

• 

• 


Spitfire Ace 

$30 

$22 


• 

• 

• 


SSG k 



TITLE 

LIST 

PRICE 

DUR 

PRICE 

□ 

Ea 

B 


Carriers at War 

$50 

$36 

• 




Reach for the Stars 

$45 

$33 

• 





ETC. N 


TITLE 

LIST 

PRICE 

DUR 

PRICE 

□ 

Ea 

B 


Road to Moscow-Barac 

$30 

$22 



• 


Operation Whirlwind-Broderbund 

$40 

$27 


• 

• 


Sun Dog-FTL 

$40 

$30 

• 




Chickamauga-GDW 

$35 

$25 





Napoleon at Waterloo-Krentek 

$35 

$25 


• 



Rome & the Barbarians-Krentek 

$35 

$25 


• 



Competition Karate-MS 

$35 

$25 





Universe-Omnitrend 

$98.50 

$75 

• 

$70 

• 


Ultima Ill-Origins 

$60 

$40 

• 

• 

• 

• 

Ultima IV-Origins 

$60 

$40 

IQJ 




Lordlings of Yore-Softlore 

$40 

$30 





GATO-Spectrum Holobyte 

$40 

$30 





Flight Simulator ll-Sub Logic 

$50 

$38 

• 

• 

• 


Blank Disks— Elephant Brand SSDD $2( 

I/box of 10 


CALL FOR FREE CATALOG 
SI Open 9-6 Mon -Fri. 10-4 Sat. 
CLOSED MAY 25, 27 



Georgia residents cail 404-441-3045. ORDERING AND TERMS: C.O.D. orders welcome. When ordering by phone use VISA or MASTERCARD. When ordering by mail send personal check or money 
order. Include phone number. SHIPPING: Add $2.00 for shipping and handling charge. Georgia residents add 3% sales tax. Shipping for Canadian, APO, FPO orders is $3.00 or 5% of order. Shipping 
for all other foreign orders is $10,00 or 15% of order, 'On all orders before 4:00 pm. ©Tevex. Inc.. 1985. 






















AVAILABLE NOW! 
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mTHEGATE5^ 

MOSCDWI 
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'f 




tmi'j 






THE ONLY BOARD AND COMPUTER 
GAME WHICH CAN BE PLAYED TOGETHER 
AND SEPARATELY.. 

As the fighting around Kiev came to a close, Hitler ordered the capture 
of Moscow. This would bring the hoped for ending of the war with the 
»vlet Union. On September 30, 1941 th6 Wehrmacht launched Operation 
Typhoon. In two weeks the Wehrmacht had destroyed over eighty Soviet 
dlvlsl^ons, and was less then a hundred miles from the Kremlin. Nothing 
could stop the Wehrmacht or so Hitler thought. He was wrong 1 1 1 
Now you have the forces available which faced each other during the 
Moscow campaign. Each game turn represents one week of real time, 
each unit represents one division. The game comes with two large map- 
sheets and 450 counters. For all you devoted true-blue wargamers who 
can t find an opponent, that’s no longer a problemi 1 1 A second rule book 
Is Included for solitaire playing so you can play 
either side by yourself. 

The separate computer version follows all of 
the boardgame rules, so you won't lose any 
flavor of the boardgame. The color computer 
display uses high resolution graphics to display 
the game map and units. The computer version 
lets you play face to face and solitaire. So for 
the wargame that has It all, play AT THE GATES 
OF MOSCOW 1941. 


For all Apple computer versions. 
Coming soon Atari and Commodore '64. 
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Dear Editor: 

Upon reading you review of our Dreadnoughts game (4.6, page 37), 
I noticed that there were one or two minor points that needed clear- 
ing up: 

“Like its companion game, Under Southern Skies Lest there 
be a misunderstanding, there are few similarities between the two 
games. They were designed by two different people using two differ- 
ent game systems. 

“The player attempts to elude the famous Swordfish Squadron . . . .” 
Partly correct. Assisting the planes in a minor supporting role is 
the entire Royal Navy, including the Hood, Prince of Wales, King 
George V and others. They’re all on the map, but hidden from the 
player. To resolve each turn, the computer moves the 20-odd ships, 
their direction depending upon where the Bismarck was last spotted. 

“There are no graphics for the tactical display . . . .” The accuracy 
of the statement depends upon your definition of “graphics”. The 
tactical screen shows a field of dots upon which the ships (represent- 
ed by numbered squares) move. Each ship also has a damage screen 
in which the placement and condition of each main and secondary 
gun are shown graphically. Austere, simple, but a long way from our 
text wargames like B-1 Bomber. 

“There is no real reason to give a visual display after every minor 
contact ....” A debatable point. The displays tell the German com- 
mander what he sees. A display with minor ships tells him what 
the ships are and where they’re coming from. This is vital in choosing 
a course for evasive action. Since the ship that spots the Bismarck 
also radios its speed and heading to the rest of the Royal Navy, it 
becomes even more imperative to see the display. 

“The artificial intelligence doesn’t allow the allies to fight unless 
they have numerical superiority.” This is an intentional design, 
simulating the orders the Royal Navy had. Only the capital ships may 
close and engage, because they were the only ships with the arma- 
ments and armor to withstand an attack. If you want to see the proof, 
play just the tactical battle pitting the Bismarck against the cruisers 
Norfolk, Suffolk and Dorsetshire. Sending these ships to attack is sui- 
cide and bad tactics. 

“If the player follows the historical route, he will often avoid battling 
the ‘Swordfish Patrol’ until later in the game.” Since the Bismarck 
can put into one of four ports to end the game (Bergen, Brest, Naziere 
and Ferrol, Spain),it is possible to avoid encountering the patrol 
entirely. 

It was a pleasure to read the Dreadnoughts review. While it is 
presently available for the Apple II family, we will be coming out 
with a Commodore 64 version within the next two months. 

William E. Peschel 
Avalon Hill Games 

Ed. Note; The article also refered to the fact that there is a bug in the 
program by which the game occasionally deletes superstructure dam- 
age. In Mr. Peschel’s orginol letter he contested this observation by 
our reviewer. However, laterhe in/ormed us that we were correct and 
that the defect does indeed exist (our reviewer had simply been the 
first to find the bug). Mr. Peschel indicated that in months of playtest- 
ing, the bug was never reported and that, co-incidentally, Avalon Hill 
is getting ready to revamp their pJaytestingprocedures. Good for them! 

□ □ □ 

NEXT ISSUE: 
SPORTS 


In our last issue we reported on a replay of President Elect which 
was reported in CGW 1.1 (November 1981). We were amazed at how 
accurate our replay of the then-future 1984 election turned out. We 
pitted Ronald Reagan against Walter Mondale and the results of the 
state and electorial votes were perfect. The popular vote was off by 
4%. The following letter comes from the designer of President Elect. 

Dear Editor: 

I wish to thank you for the short observation on President Elect’s 
predictive abilities (at least with respect to the election just past). 
Of course, I had made the same observation myself and gotten quite 
a bit of sympathy telling people that I had shown myself to be the 
best forecaster in the country and hadn’t been interviewed by any 
of the networks, major (or even minor) newspapers, or even the Na- 
tional Enquirer (which is into crystal ball stuff in a big way). 

Needless to say, your blurb will now be attached to my resume, 
and the more keen employers may conclude that I maybe some sort 
of genius, which of course plays right into my hands. . . Maybe I could 
go to work forthe Republican National Committee, or better yet. Rep. 
Kemp’s campaign staff (I could wind up in the White House, and 
use that as a stepping stone to elective office. . . oh, excuse me, my 
latent megalomania got the best of me). 

If you’d like to make concrete suggestions on my revision. I’d be 
happy to contemplate them. ..Ido have a lot of ideas I’d like to in- 
corporate, including: 

• Vastly improved graphics, in speed and variety. Included would 
be blow-ups of each region, with text summaries of the situation in 

Continued on page 37 


ZORK 

Master the worlds of ZORK I. II & III. INFIDEL, 
WITNESS, DEADLINE. SUSPENDED. ENCHANTER. 
STARCROSS, PLANETFALL, SORCERER, 
CUTTHROATS and ADVENTURE with our maps 
and hint books. We won’t spoil your fun. Also, the 
ADVENTURERS TUTORIAL (tips and strategies for 
playing any Adventure game). Each book comes 
with multi-level hints and game map(s). All 3 ZORKS 
including ADVENTURE for $18, or send $6.95 for 
individual games, or get two games for $10.95. 


Check, Money Order, Visa 
or Master Card 

BROKEN TIMBER PRESS 

Department C 
RO, Box 2681 

Shawnee Mission. KS 66201 
913/722-2464 

All Game names except Adventure 
Register Trademark of Infocom Inc. 
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Name: 

Type: 

System: 

Price: 

Publisher: 


Carriers at War 
Wargame 
Apple, C-64 
$50.00 

Strategic Studies Group 
1747 Orleans Ct. 

Walnut Creek, CA 94598 


Note: Carriers at War is available for both 
the Apple II (64K) and Commodore 64. This 
review is based on the Apple version of the 
game. 

The Japanese raid on Pearl Harbor 
brought America into WWII. That raid de- 
stroyed a large part of the US. Pacific Fleet. 
However, the American carriers were not 
present and thus avoided damage. In the 
four years that followed, the war in the Pa- 
cific was largely decided by five carrier bat- 
tles. Carriers at War is a new game from 
Australia which covers fleet carrier opera- 
tions in the Pacific between 1941 and 1945. 
DESCRIPTION 

In Carriers at War (CAW), players control 
naval forces and land-based aircraft in one 
of six historical scenarios. The first scenar- 
io, “Pearl Harbor”, is actually a tutorial ex- 
ercise for the new player. The other five 
scenarios are “Coral Sea”, “Midway”, “East- 
ern Solomons”, “Santa Cruz”, and “Philip- 
pine Sea”. The game is pl^ed on a map of 
84 by 72 hexes with each hex being 20 nau- 
tical miles across. Unlike most computer 
wargames, CAW is not played in turns but 
instead uses accelerated real time resolution 
of movement, search, and combat. The play- 
er can interrupt the clock at any time to sta- 
tus his forces, review search and combat 
results, and give or change orders to his 
forces. The player’s role is that of the com- 
mander in charge of a naval task group or 


land airbase. Because a side may include 
more than one task group or airbase, team 
play is possible with each member control- 
ling a single task group or airbase. The com- 
puter can even be assigned forces on tbe 
player’s side, thus teaming up with the hu- 
man to defeat itself. 

The physical components of the game are 
impressive. CAW comes in an unusual “box” 
which is actually more similar to a record 
album. When closed, the folder is only a 
quarter of an inch thick. Don’t let that fool 
you, though. Inside is a double-sided disk, 
a player’s manual, a design manual, and 
three player aid cards. TWo of these cards are 
battle maps for the scenarios, while the other 
card shows the game menus and informa- 
tion on configuring the game to the specific 
computer system being used. The double- 
sided disk contains, on one side, the game 
program (which can be backed-up once) and, 
on the other side, a scenario disk (which can 
be copied as needed). 

MECHANICS 

CAW is a completely menu-driven pro- 
gram. When the player is not accessing the 
menu, the game situation changes in a real- 
time manner. Movement, combat, and 
search all occur simultaneously. The player 
can enter the menu at any time It is through 
the menu that the player obtains status of 
his forces, reviews battle results, gives orders 
to his task groups and air squadrons, and 
receives sighting reports. This can be an in- 
timidating procedure, as there are more than 
thirty menus available. The menu levels are 
in places up to six deep, and it is not diffi- 
cult to get lost. Fortunately, a lot of thought 
went into how the menus are structured. 
With practice, the player quickly learns how 
to move from item to item. 

The meat of the game lies in three “action” 
menus which allow the player to give task 
group orders, squadron orders, and airstrike 
orders. Task groups can be ordered onto a 
particular heading and speed, or they can be 


CimiUERS m UAR: 
A RevieH 


by Bill Nichols 


assigned a destination objective. Tbe objec- 
tive can be either an enemy base or task 
group. Once the task group has been given 
its orders, it will move under computer con- 
trol until it is given new orders, or it reaches 
its destination. Thsk groups can also be as- 
signed specific missions. These include 
strike, support, escort, transport, and refuel- 
ing missions. A task group with an escort 
mission, for example, will move with the 
command task group and provide anti-air 
and anti-submarine protection. 

Air squadrons can also be ordered to 
ready themselves for a strike mission, with 
a squadron in ready mode being able to pre- 
pare and launch a strike more quickly than 
a squadron which is unready. A squadron 
in ready mode will however, quickly become 
fatigued. And, when fatigued, a squadron 
takes more time to prepare a strike. Fatigue 
can only be reduced by allowing the squad- 
ron to rest. Squadrons can also be ordered 
to transfer to a land base TVansfer is an 
emergency measure only and should only 
be used to evacuate aircraft from hopeless 
situations. 

The third “action” menu is the Set Strike 
Routine, which allows the player to order 
airstrikes. Airstrikes can be launched against 
port facilities, airbases, and enemy task 
groups. To launch an airstrike, the participat- 
ing squadrons must first be readied. The 
length of time required to ready a squadron 
depends on the squadron’s fatigue status 
and whether or not it is prepared. As soon 
as the squadron becomes readied, it will 
launch and proceed to the target. It can take 
from twenty minutes to three hours to pre- 
pare and launch a squadron. 

Squadrons will proceed independently to 
their targets unless the airstrike has been as- 
signed as cohesive. A cohesive strike is 
necessary for the participating squadrons 
to provide support to one another, but it 
takes more time for a cohesive strike to form. 
Once an airstrike bas been ordered, the 
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squadrons will ready, launch, fly to the tar- 
get, conduct their attacks, return and land 
without the player’s intervention. While 
nothing prevents the player from launching 
an airstrike which will return to base after 
dark, it is not a good idea to do so. 

On occasion, when setting up an airstrike, 
the player will be given the option of con- 
ducting a strike-transfer mission. This is a 
special airstrike mission which allows the 
participating squadrons to recover at a 
friendly airbase, rest overnight there, and re- 
turn to their home base the next morning. 
A strike-transfer mission essentially allows 
squadrons to conduct strikes at beyond nor- 
mal range. 

Fighter squadrons which are not assigned 
to airstrikes and are not in a ready mode will 
be assigned automatically to combat air pa- 
trol (CAP). CAP is assigned entirely by the 
computer. The player must be careful to 
leave sufficient unassigned fighter squad- 
rons to defend his task group. 

Combat occurs whenever opposing task 
groups are in the same location and when 
airstrikes reach their targets. Airstrikes may 
also attack targets-of-opportunity that they 
sight on their way to their designated target. 
The player is advised that combat is occur- 
ing by a flashing cursor on the map display 
and a beeping from the speaker. Although 
faithful to the point of view of the game, the 
combat resolution display lacks flash and 
will be a disappointment to the player who 
wants to “see” his bombs exploding on the 
flightdeck of the enemy carriers. The only 
way the player can determine how much 
damage he had done to the enemy is to ex- 
amine his sighting reports. There he will be 
told the approximate composition of the 
enemy forces and how many ships have been 
damaged or sunk. The sighting reports are, 
however, unreliable and frequently overstate 
the amount of damage dona 

COMPARISONS WITH “CARRIER 
FORCE” 

Carriers at War invites comparison with 
SSFs Carrier Force. The two games cover 
the same topic at essentially the same scale. 
The two games are, however, quite different. 

Carrier Force is structured with one hour 
game-turns and definite phases of activity 
giving the player more control over the de- 
tails of the game activities. For example, in 
Carrier Force the player can change the 
composition of his task groups. In CAW, the 
task group’s composition is established for 
each scenario and cannot be changed during 
the game by the player. Carrier Force re- 


quires the player to manage the details of 
arming aircraft, flying them to their desti- 
nation, landing them, etc. The player is 
relieved of this bookkeeping responsibility 
in CAW but, on the other hand, is at the mer- 
cy of his computer controlled “air opera- 
tions officer”. 

Combat is flashier in Carrier Force. On 
the other hand. Carriers at War includes a 
bonus feature completely absent in the SSI 
game; the ability to create customized 
scenarios. CAW features a Game Design Kit 
which allows one to custom design ships 
and aircraft, create maps, and setup a sce- 
nario situation. The Designer Manual in- 
cludes instructions for creating a “Raid on 
Ceylon” scenario, pitting the IJN against the 
Royal Navy in the Indian Ocean. 
WEAKNESSES 

Carriers at War is not, however, without 
its weaknesses. I have already mentioned 
that the player who likes flashy combat reso- 
lution will be disappointed. The complexity 
of the menu system, even though well de- 
signed, can result in the player getting lost 
in it. The documentation, although quite 
good, should have provided more informa- 
tion on the relationship between fatigue and 
aircrew efficiency. Because of this lack, the 
player will often not know how long it will 
take to prepare an airstrike. More than once 
I have found it necessary to abort strike 
preparation because the ready process 
dragged on so long that the aircraft would 
have found themselves landing in the dark. 
The need to give airstrike orders to each 
squadron individually can make for a lot of 
work in the larger scenarios. It would have 
been nice to have a feature where the player 
could simply assign a target, and the com- 
puter set up the entire airstrike from availa- 
ble resources. Finally, CAW uses 
high-resolution screens for both its maps 
and text, making a good quality monitor es- 
sential. The displays will be unreadable if 
an old television set is used as a monitor. 

SUMMARY 

Carriers at War is the best game available 
on World War II carrier operations. It is, per- 
haps, the best wargame of 1984 on any top- 
ic. Any gamer with even a passing interest 
in the Pacific War will want to add it to his 
collection. 

Ed. Note: Ultimately the question of “best” 
in this situation becomes a question of taste. 
The differences between CAW and CF are, as 
Mr. Nichols points out, significant. Our mail 
is split as to the relative merits of the two 


games. Some of our readers are disappointed 
that CAW does not display on-going combat 
resolution (a basic feature in CF). Others are 
delighted with CAW, especially with its sce- 
nario design option. 

While the true hard-core wargamer will end 
up buying both; for many, the question be- 
comes which one? Our answer?. . . If you 
want to play the role of Operations Com- 
mander but still want to feel like “you are 
there”, then CF will be more to your liking. 
If, on the other hand, you really want to ex- 
perience the challenge o/ directing the course 
of Pacific carrier battles the way the Opera- 
tions Commander actually would have ex- 
perienced them (i.e. in a situation room 
dozens or even hundreds of miles from the 
action; getting reports and issuing orders 
based on those reports) and can live without 
actually seeing the action as it occurs, then 
CAW will strike your fancy (and you also get 
the exciting scenario design option). 


NONVIOLENT FAMILY FUN AT AFFOROABLE PRICES! 

Dawn of Civilization 

A million years ago mankind was faced with two 
great challenges ■ adequate food supply and defense 
against the threat of invasion from unknown forces. 
DAWN OF CIVILIZATION gives you a chance to help 
a tribe of early people feed itself, fend off invaders, 
and reproduce to insure continuation throughout 
generations Written in lOO’/o machine language 
for one to four human or computer players, this 
game is easy to learn, but difficult to master! Your 
skillful play can insure the continuation of mankind 
- can you meet the chalenge? 

ALL ATARI* - 16K disk or tape $10.95 

After Pearl 

Can you duplicate the amazing effort put forth by 
the American forces after Pearl Harbor? AFTER 
PEARL is an exciting strategic simulation of the war 
in the Pacific. The game comes with a 40 turn cam- 
paign covering the entire period from Pearl Harbor 
to the capture of Iwo Jima The country's forces 
are at your command, and 113 aircraft carriers, 
battleships, and cruisers are included in the action. 
AFTER PEARL will challenge you. either in its 
solitaire version or against a human opponent. 
100% machine language programming keeps the 
action in AFTER PEARL as fast as real life! 

ALL ATARI' ■ 48K disk or tape $19.95 

SUPERware 

ORDER 2028 Kingshouse Rd. Dealer 
NOW' Silver Spring, MD 20904 Inquires 

(301) 236-4459 Invited 

MC. VISA. AMX, Check. M.O, Accepted 
Include $2 00 shipping. MD residents add 5% tax. 
Write SUPERware for your FREE copy of BASIC 
MAGIC I - programming tricks for the ATARI 
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WAR IN RUSSIA: 

Case Blue Replay (part 2) 




In our last issue we begun u replay of the 
Case Blue Scenario of WAR IN RUSSIA. 
Here is the second half of that replay. The 
German player is Jay Seiover, a contributing 
editor to CGW and well known wargame 
writer. The Russian player is JCirk Robinson, 
assistant editor of CGW and a veteran of 
numerous wargame campaigns. 


THE RUSSIAN — KIRK ROBINSON 

Sweat pours off my brow as 1 rise from the 
keyboard of our Apple II with quivering but 
as yet unbent knees. My ordeal has been 
declared officially over and the threatened 
relocation to Burbank has been avoided. A 
series of very fortunate choices and the 
limited effects of some very poor ones have 
happily led to my survival. To accomplish 
this result has demanded the use of every 
trick and stratagem which I could devise or 
borrow (read as steal). 

This being the final report on the cruel 
and vicious attempt by the Nazi forces to 
bring about the destruction of Mother Rus- 
sia, I am free to report the methods and 
specific techniques used to slow the German 
juggernaught In general, these consisted in 
simply trying to insure that the Germans 
took only those hexes which I could afford 
to loose, and did so at as high a cost as pos- 
sible. To accomplish this often required new 
variations each turn, but some remained 
constant or nearly so. Chief amongst these 
was the maintenance of a defense-in-depth, 
so as to limit the possibility of a major break- 
through and all of the potential danger 
which such would present. As the specifics 
of this have already been covered to some ex- 
tent and are mentioned in detail by Jay, I will 
go on to other tactics. 

The most important task was one of deter- 
mining the probable direction of German 
drives and strengthening the target hexes as 
much as possible. The key to this is, of 
course, knowing which hexes are to be at- 
tacked and in which order. And, while this 


is often obvious from the strategic positions 
of certain units, you will hopefully recall that 
these are the very hexes that the Russians do 
not want to fall. This leads to some rather ob- 
vious problems; such as who cares how ex- 
pensive you made a hex that you could not 
afford to lose. 

By far, the easiest way to defend a hex is 
to manipulate your opponent into leaving it 
alone. Anyone can defend a hex that is not 
attacked. To do this, there are two standard 
methods; provoking your opponent into at- 
tacking another hex, or in some way to give 
him mis-information (a time honored Rus- 
sian tradition) which leads him into other, 
less damaging directions. Towards this latter 
end, I began the game with a very open and 
informative demeanor; telling Jay the obvi- 
ous mixed with small bits of “important” in- 
formation. As time went on, however, I 
gradually increased another time honored 
behavior (this time of writers and politi- 
cians)— I lied. 

Feint attacks, another and more accepta- 
ble form of military deception, proved to be 
of some utility. When attacking a unit, all of 
those attacking are disclosed to the enemy, 
so that a feint can serve a double purpose. 
Not only can you cause you opponent’s at- 
tention (and hopefully some of his limited 
resources) to be misdirected, but you can ex- 
change the nasty group of guards with 
which you attacked with an average or weak 
unit by strategic movement, which is not ex- 
ecuted when your opponent can see it. This 
give you the threat of the units in one hex, 
and the use of them somewhere else. While 
this was done several times in our game, the 
overall effect was uncertain. 

Not a valid military tactic, but rather a 
function of the game mechanics was taking 
advantage of the fact that units with ex- 
perience level under 50 could gain five 
points of experience per turn to determine 
which units would be reinforced and how 
many reinforcements they should receive. I 
would, ideally, add just enough to a unit’s 
strength to sent its experience to 49 points 


and, while this may seem a minor thing, it 
must be remembered that experience is as 
important as strength for determining a 
unit’s level of performance. Indeed, this sce- 
nario can be seen largely as the pitting of 
Russian numbers against the German’s 
much greater experience levels. The one oth- 
er possible way open to the Russians, is to 
build Mech units (which, like the German 
units, have an initial experience level of 70). 
This is, however, difficult to do as they de- 
mand half again as many resource points to 
build, with each point of reinforcement of- 
ten being needed to reinforce endangered 
front line units. 

One rule that the Russian player should al- 
ways keep in mind is to never totally aban- 
don an entrenched position. If it has been 
out-flanked and rendered untenable, leave 
sufficient strength to so as not to fall in one 
turn. You have more manpower than the 
Germans have time! 

Another rule is to concentrate your air- 
power. In this game I had all of my air points 
in one airbase for most of the game, with one 
other in the north having about a quarter of 
the planes for those turns in which I would 
actively bomb the hex outside of Leningrad. 
As an added bonus to this policy, the unused 
airbase units can be used to make a part of 
your line look better defended without hav- 
ing to withdraw defensive points from en- 
trenched positions. This is because there is 
no way for your opponent to identify air- 
bases when they are stacked with other 
units. They will also come back in one or two 
turns if destroyed. A quality which makes 
them the perfect buffer unit. 

It may have occurred to some readers that 
I seem to have gone to extremes trying to 
find or develop methods of thwarting Jay’s 
plans. Not so, I respond. It was Jay’s ability 
to plan and execute devastating attacks 
which demanded that I misdirect these at- 
tacks when possible, and when not possible 
to make them as costly as I could. 

These tactics, however, only worked when 
I was on the defensive. There was one place 
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on the map where Jay could always, for some 
no doubt diabolical reason, out-guess my in- 
tentions. This was the hex southeast of 
Leningrad, between the city and the Russian 
lines. I would sit back bombing and bom- 
barding the unit in this hex as I mentioned 
that I would in the first installment of this ar- 
ticle. Then, on the very turn in which I had 
ordered an assault across the Volkhov river, 
the worn unit would be moved out and a 
fresh one moved into its place This would, 
of course, leave my assaulting unit to make 
a poor-odds attack across the river, getting 
itself thrashed in the process. While this did 
demand that he pull in fresh units, it further 
emphasized to me the importance of timing 
in WIR. 

The final result, according to the com- 
puter, was a marginal Russian victory. This, 
though, could be misleading as it was only 
thirteen turns into the scenario, making the 
Russian handicap of 150 points that much 
more effective. Also, Jay’s more deliberate, 
a-historical attack may have given the Ger- 
mans the staying power needed to survive 
the coming winter. It must, however, be 
pointed out that the Germans have a more 
and more difficult time of it, starting in Janu- 
ary of 1943. Those objectives not obtained by 
that time may well prove beyond their abili- 
ties if the Russians have not been sufficiently 
ground-up or denied needed resources. It is 
unclear whether Jay would have been able to 
have done so in the time remaining to him. 


due to the increasingly deteriorating weath- 
er conditions. 

Facing the Nazi war machine in this sce- 
nario has proven to be a great learning ex- 
perience and can be recommended to those 
who would like practice in defensive posi- 
tions. After playing the Russians, my only re- 
gret is that it is impossible to do so in the 
solitaire version. But, for the hermits and 
recluses out there, its worth making a friend, 
if only to be able to the Russians in WAR IN 
RUSSIA. 

THE GERMAN — JAY SELOVER 

In our last episode, we played the opening 
month (four turns) of the summer, 1942 
offensive. We have managed another two 
months of play (nine turns actually) before 
the constraints of scheduling have forced us 
to stop. This was none too soon, as far as I’m 
concerned, since October marks the begin- 
ning of the end for the German war ma- 
chine. At this point, I can proudly claim a 
non-victory. Whether or not I avoided defeat 
(in a strategic sense) is, I hope, open to 
debate. 

With this being the last installment of our 
story, it does not matter that my opponent 
has a connection to Gomputer Gaming 
World, I can bare all. My goals as we started 
the game were to make the German advance 
more broad-based and balanced than the 
historical thrust south into the Caucasus. 
My plan was to advance the front as a whole 


by two to three hexes, or by as many hexes as 
I could. As far as geographic objectives, 1 ex- 
pected by turn ten to have captured Rostov; 
I hoped for Voronezh and Rzhev; and I 
thought about but didn’t really expect 
Moscow. In my two practice games apainst 
the computer, I stopped at turn ten and had 
captured Rostov easily in both games, cap- 
tured Rzhev and Voronezh each in one 
game; and captured Moscow in neither one. 
In the thirteen turns that Kirk and I played, 
I took only Rostov and failed to take either 
Voronezh or Rzhev (let’s just forget about 
Moscow). From this point of view, I either 
lost or I proved that Kirk is more worthy an 
opponent than the computer. 

Based on historical considerations, my 
performance also does not look very impres- 
sive. In October of 1942, the Wehrmacht had 
culminated their breakthrough with tremen- 
dous territorial advances in the south, and 
were poised to strike at Stalingrad. However, 
in my defense, what did all of that gain them? 
My feeling is that the position of my German 
forces in the game is better for prolonging 
the war than were the historical positions. 
The only way to answer this contention is to 
finish out our game to see if I really have 
avoided the vulnerability which the Ger- 
mans created for themselves. 

With this kind of prelude by way of ration- 
alization, I’m sure that you are wondering 

Continued on page 38 


FROM SIMULATIONS CANADA 

BATTLE OF THE ATLANTIC Is a strategic game of the ocean Mfellnai extended from North America to England and 
Russia during WWII. As the Allied player you must keep the shipping lanes of the North Atlantic open. As 
the Axis, you deploy your air, surface, & submarine forces to starve the Allies Into submission. 

Disk for Apple II family systems, 

SIE6 IN AFRIKA Is an operational / strategic game of the campaign In North Africa from the first Italian 
advances In 1940 through the final battles In 1943, You direct the forces of the Axis or the Allies In 
armored thrusts and parries across the sands, escarpments, and mountains of Eygpt, Libya, & Tunisia, 

Disk for C-64 & Apple II family systems, 

FIFTH ESKADRA Is a strategic level game of modern naval conflict In the Medlterranlan Sea, The players are 
placed In the positions of either the Nato naval commander for the Med, Theatre or his Soviet counterpart. 
Each Is tasked to utilize the available forces to gain control of the great Inland sea. 

Disk for Apple II family systems, 

FALL GELB Is a strategic game of the campaign for France In the spring of 1940, You are placed In control of 
the armies of the Allies or Germany as the Invasion of the West begins. Your computer acts as your Chief of 
Staff, sending your orders to your armies and corps while displaying Intelligence and combat results. 

Disk for Apple II family systems, 

GREY SEAS, GREY SKIES Is a representation of modern naval combat at the tactical level. Depicting the 
surface ships, aircraft, & submarines of the world's major powers In a highly realistic manner, your computer 
takes the place of the sensor end weapons systems of up to 10 vessels In the struggle for sea control. 

Disk for Apple II family systems. 


Coming In Winter: GOLAN FRONT, Coming next Spring: HURRICANEI, 

ORDERING INFORMATION: All computer games are $60,00 each for Americans, $66,00 each for Canadians (10X Fed 
Tax Included), and $63,00 each for purchasers outside North America, Please specify the game titlels] 
desired on a separate sheet and send It, along with your payment, to our address below. Purchasers outside 
Canada should send payment In U,S, funds [meaning Americans can Just write a cheque]. Nova Scotia residenta 
must add an extra 10% of the total for Provincial tax. Our disks are Guaranteed, If you have problems, 
return the disk to us and we will send you a replacement, 

SIMULATIONS CANADA, P.O. Box 452, Bridgewater, Nova Scotia, Canada B4V 2X6. 
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STRATEGICALLY 

SPEAKING 



StrategicoUy Speaking covers strategy game tips, in- 
cluding tips on wargames, sports games, economic 
and other “real life” simulations, and classic style 
games. 

DISCLAIMERThe tips printed in SS are those of 
the authors. We try to avoid printing tips the don’t 
work, but we cannot playtest all, or even most of them. 
So, let the player beware. 

We encourage )OU to share your strategy game tips 
with others. Tips can be mailed to Strategically 
Speaking, do Computer Gaming World, P.O. Box 
4566, Anaheim, CA 92803-4566. TVy to keep tips un- 
der 250 words if possible. 

REFORGER *88: Warsaw Pact Player 

Drop your parachute regiments with an eye to in- 
terdicting NATO supply units. Careful positioning of 
air drops in Worms, the hex southwest of Mainz, and 
along the northern autobahn to Seigen will create 
ZOC’s that will eliminate supply imits due to arrive 
in those areas on the subsequent turn. 

A drop in the evening of May 9th {turn 4) will dra- 
matically effect NATO units hoping to restore supply 
after the disruptive effects of refugees upon forward 
units. The effects of such a drop can be maximized if 
employed in conjunction with the declaration of 
Chemical Warfare. In the planned turn of the air drop, 
you should commit all available aircraft to air superi- 
ority in order to eliminate or at least minimize the 
presence of NATO interceptors in the drop zones. 

Given the mechanization of these airborne regi- 
ments with BMD fighting vehicles, they have the 


punch, protection, and speed to fend for themselves 
for several turns. The NATO player will be forced to 
pull units out of his line of arriving reinforcements 
to deal with their presence. Even if never dropped, the 
threat of their use should serve to keep strong NATO 
contingents tied up in rear area security. 

Doug Dery, Denver, CO 


□ □ □ 

FIFTH ESKADRA 

A programming anomaly in FIFTH ESKADRA can 
be taken advantage of by the clever player. A taskforce 
or submarine with orders to Shadow will attempt to 
maintain contact with enemy taskforces in the same 
area. If two such taskforces exist, then the shadowing 
unit will choose the one with the lower taskforce ID 
number. The game begins with the Kittyhawk task- 
force being shadowed by both surface ships and sub- 
marines. Using the Divide Task/orce command, these 
tattle-tails can easily be shaken off. With a little luck, 
the inevitable destruction of the Kittyhawk can be 
delayed long enough for the American player to make 
its loss worthwhile. 

Bill Nichols, Newark, CA (Designer of Fifth Eskadra) 

□ □ □ 

SUNDOG 2.0 

Since the space pirates will not attack unless cargo 
is being transported sublight between planets, the fol- 
lowing steps will give you an enhanced ship for fight- 
ing, all the money you will need to fulfill your contract 
(500,000 credits), the locations of cryogens, and the 
best buys of goods needed to fulfill the contract — all 
within four hours of starting a new game. Slip code 
hides the speci/5c locations for those wanting general 
tips only. 

1. Completely repair the ship at home port and lo- 
cate the colony. 

2. Fly to DMKHZG system. Buy at least 15 scatter- 
guns, a concentrater and and autoslew. 

3. Fly to FKNPX system and sell scatterguns for 
4000 credits per gun. 

4. Fly to VNQDLDC system and buy a ground 
scanner. This lets you land directly from orbit or 
travel between any of a planet’s cities. 

5. Fly to several planets with multiple cities 
(FKNPX I, MDV RGNNS, orEDQQ). Visit city ex- 
changes, carefully noting prices for common 
goods so that you can buy low and sell high. 

6. Use the system, planetary, and city teleporta- 
tion devices to visit all 50-plus city exchanges. 

Ronald Wartow, Chevy Chase, MD 

□ □ □ 

LORDLINGS OF YORE 

One of the most important techniques in LOY is the 
use of the Necromancer’s spells. Most of your time in 
this game is spent “in the dark” concerning enemy 
troops and terrain. You must therefore glean as much 
information as possible from the effects of the spells 
you have cast. 

In the early stages of the game, the Necromancer 
seems of little use since you are not too concerned 
with where the enemy is at that point. But, wouldn’t 
it be great if you could discover where an enemy cas- 
tle is located, without having to move any of your units 
or spend any gold? Sounds impossible, right? Think 
again! The rules tell you that a fog spell won’t work on 
castle squares. So what happens if you try it? You’re 
told by the Necromancer that his magic won’t work 
there. Bingo. . . you now know where one enemy cas- 
tle is located andean plan your strategy accordingly. 

Now, with average luck, you should be able to find 
at least one enemy castle in the first five turns by con- 
centrating upon the center nine squares of each shire. 
Beware, though, of the one fault in this strategy: fogs 
won’t work where other fogs already exist, nor will 


they work on a maelstrom square. So, don’t assume 
too much. Print a map at the end of the turn. The map 
shows all storms, fogs, etc.; you can save a spell 1:^ 
checking this first. This is especially true if there are 
other humans plying, as you will not be the only one 
“fishing” for castles. 

Most other spells in LOY have similar "reverse” 
uses, so try them out. Every clue you receive in this 
game is important, so make notes and print lots of 
maps.” 

Jon F. Baxley, Softlore Corp. 

□ □ □ 

FIGHTER COMMAND: Luftwaffe Player 

Concentration of forces, intelligent raid routing and 
timing, and patience are all essential ingredients of 
a successful Luftwaffe strategy. Raids in the 
Southampton area, for example, should use Cher- 
bourg and Le Havre as their assembly areas, so that 
11 Group squadrons based around London will have 
less chance of catching them before they return to 
base. When conditions are favorable (good weather), 
concentrate all available forces in one area by schedul- 
ing a series of raids, starting with one or two medium 
sized, high altitude “bait” bombing raids which are 
heavily fighter escorted. These leading raids will cer- 
tainly be intercepted, but the intercepts may be in- 
effective and costly to the RAF. They should draw 
most or all of the fighters and patrols based in their 
area. The second wave raids (unescorted or lightly es- 
corted) then come in at minimum altitude and bomb 
the airfields, hopefully catching a number of squa- 
drons refueling. This tactic can be devastating to the 
RAF when radar early warning is lacking, and equal- 
ly so for the Luftwaffe when it isn’t. 

Harry D. Blaker, Mason, OH 


□ □ □ 

OBJECTIVE: KURSK 

The German must take full advantage of his first 
turn since the Russian can only sit there and take it. 
Infiltrate! Attack his artillery. Keep his retreated units 
from being resupplied. I have seen as many as five 
Russian units destroyed on this turn alone. 

Hold the ground at the edge of gullies. Let the com- 
puter attack you at half strength out of the gullies. 

Block Russian entry hexes C and D before the rein- 
forcements on turns six and seven arrive. It takes only 
a weak battalion-sized unit to keep an entire Russian 
Guards tank corps from entering into play. If you so 
desire and the spare units present themselves, let the 
Russian units enter one at a time and ambush them. 
Keep in mind that the Russians will still get full vic- 
tory points for those units which never enter play. 

The computer will often bring reinforcements right 
into the battle area in road mode, making them very 
vulnerable. Hit them with an air strike. 'This should 
disrupt them sufficiently so that they can not retreat. 
Then attack and destroy them. 

Experiment with splitting up German units. It of- 
ten pays to take out the artillery and form seperate 
units with it. 

William J. VandenBrook, Chicago, IL 


FIGHTER COMMAND BUG 

There is a bug in FC that allows the Ger- 
man player to create zero-plane raids. Tak- 
ing advantage of this bug, the German 
player can create a raid with no planes, di- 
rect it into England, and thus have the ulti- 
mate decoy. To the English, the raid will be 
listed as containing about 100 planes. 

SSI has corrected the problem, also hav- 
ing made modifications to the radar bomb- 
ing rules. You can return your old FC disk 
to SSI for a free update. 
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Kamphgruppe 
Tactical level 
Wargame 
Apple, Atari, C-64 
$59.95 

Strategic Simulations 
Mountain View, CA 



Every now and then a truly superior game 
will appear. One that provides the player 
with a tool to exercise his imagination with- 
out having to follow a complicated game 
structure. Kamphgruppe (KG) is just such a 
game. 


Kampfgruppe is a simulation of tactical- 
level comhat on the Eastern Front from the 
years 1941 to 1945. You will have available to 
you over 45 different armored vehicles with 
each rated for range, shell size, shell penetra- 
tion, gun accuracy, front and hack armor, 
and speed, plus, non-armored weapons and 
infantry forces. It is played on a 60 X 60 
scrolling map with each square representing 
200 yards of terrain. Orders for both sides 
are given in an Orders Phase: movement and 
combat occurs in a Combat Phase. The com- 
bat phase is divided into four sub-phases 
which SSI refers to as pulses. Each pulse 
represents 30 seconds of time and, during 
each pulse, both sides will search, select tar- 
gets, fire weapons and/or move. Since the 
Combat Phase is handled completely by the 
computer, the players may sit back and ob- 


serve the results of their various engage- 
ments. A games normal length is 20 or 30 
turns, which requires about 2 to 6 hours, but 
you may elect to play beyond that limit and 
you may quit any time. You accumulate vic- 
tory points by destroying your opponents 
units. At the end of the game, if you have 
more victory points than your opponent, you 
win. 

SET-UP 

The game comes with four pre-designed 
scenarios or you may build your own. There 
are enough features under your control to 
allow an inifinite number of conditions in 
which to exercise your tactical abilities. As 
a learning scenario, I would suggest that you 
take the German side with the computer as 
Soviet, using a meeting type engagement in 
late 1942 with a German Panzer force. Let 
the computer auto-select weapons and auto- 
deploy the forces. When selecting map op- 
tions, go with no river and a level three ter- 
rain covering. Huh... what did I just say? 
First, the computer may play either or both 
sides. Second, you may chose from six 


KAMPHGRUPPE: 
A Review 


by Mark Bausman 


different types of battles including a meet- 
ing engagement, an assault, and a pursuit. 
Third, you may chose any one of eight time 
frames and have the weapons available dur- 
ing that time frame. Fourth, the German 
player may chose from a Panzer, Motorized, 
or Infantry type force while the Russian may 
chose from a Tank or Infantry type force. 
Fifth, you may select the weapons you want 
to use by spending points or you may allow 
the computer to select the weapons. Sixth, 
you may deploy the forces behind your 
“Start Line” or the computer will deploy for 
you. Finally, you may elect to have a river 
on the map and you may specify a level of 
terrain covering. A level five terrain will 
give you some forests, some broken ground, 
a few hills, and a city or two to play with. 
If you prefer more open ground then select 
a level two or three covering. 


WEAPONS SELECTION 

After you have become more familiar with 
KG, you will want to design scenarios that 
match particular types of weapons. If you 
option not to use the games weapons auto- 
select feature then you will be allowed to 
chose from a list of weapons selected ac- 
cording to the type of battle, the time period, 
and the type of forces you want. Each type 
of battle is allocated a certain number of 
selection points which you may spend on 
weapons. A meeting engagement will give 
the fewest points while an assault engage- 
ment will give the most points. When you 
“spend” selection points, the computer will 
allocate a combat formation letter, a unit 
number for each unit, and a specific 
weapon. 

Continued on page 38 
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ROBOT SIMULATIONS 
Tinkerer’s Playgrounds Gregg wiiiiams 



Name: Robot Odessey I 

Type: Robot Simulation 

System: Apple II 

Price: $49.95 

Publisher: The Learning Co. 

545 Middlefield Rd., 
Suite 170 

Menlo Park, CA 94025 
Circle 48 on Reader Service Card 


Name: Chipwits 

Type: Robot Simulation 

System: Macintosh, Apple II 

Price: $59.95 

Publisher: Brainpower 

24009 Ventura Blvd. 

Calabasas, CA 91302 
Circle 49 on Reader Service Card 

TWo recent products, Robot Odyssey I (for 
the Apple II) and Chipwits (for the Macin- 
tosh), have merged two gaming genres— the 
construction kit and the adventure— to cre- 
ate two incredibly vivid simulation ex- 
periences, the first simulating robots 
constructed from (digital) hardware, the sec- 
ond, from software. In Odyssey, you go “in- 
side” a robot and connect AND, OR, XOR, 
and NOT gates to its sensors— you actually 
see the circuit work because wires with no 
signal in them are white, but electricity 


makes them glow orange. In Chipwits, you 
program a Macintosh-shaped robot by 
stringing together grids of domino-shaped 
pieces that represent individual statements 
in the robot’s program; as the robot moves 
through a maze of rooms and obstacles, you 
can see each program step as it is executed. 
Both games are fun to play with, and both 
will keep you busy for many hours while you 
solve the “adventures” they place you 
against; however, Chipwits has some limita- 
tions that make it more suitable for people 
new to programming. 


Robot Odyssey I 

Robot Odyssey I (sequels are planned by 
its distributor) was designed for tinkerers 
age 13 and up It purpose is to teach both 
specific skills (principles of digital logic and 
simulation) and general ones (problem- 
solving techniques). It does this by giving 
you a “robot construction kit and testing 
grounds,” called the Innovation Lab, and an 
adventure for you to get through, Robotropo- 
lis. An additional three robot “worlds” in- 
teractively teach you the entire game 
without any reference to the printed manual. 

Odyssey is a world of squarish, two- 
dimensional robots that have a thruster and 


a bumper on each of their four sides (for 
moving and detecting walls), a periscope (for 
seeing out of while inside the robot), an an- 
tenna (for transmitting signals to other 
robots), and a claw (for grabbing objects). 
Your on-screen character (controlled by the 
keyboard or, better, a joystick or mouse) can 
go “inside” the robot and connect inputs 
and outputs using simple logic (AND, OR, 
XOR, NOT) gates and integrated-circuit 
“chips.” For example, if you hook the anten- 
na to the left thruster through a NOT gate, 
you get a robot that moves right until it 
“hears” a signal. You can even design new 
chips that have both chips and gates inside 
them, then “burn” a copy of the finished 
chip and install it in a robot (or save it for 
later use)— wow! 

The premise of Robotropolis is that, in 
your dreams, you fall into Robotropolis and 
must find your way out. By the time you get 
out, you will have solved over a dozen prob- 
lems, expended much creativity, and learn- 
ed a lot about circuit design— and all this 
through experimentation and discovery, not 
(yawn) conventional teaching. The problems 
usually require you to get some object or 
move to some location past a sentry robot 
that won’t let your character past; you have 
three robots and must use one or more of 
them to do the work for you (the sentry will 
let them past, sometimes with you inside, 
TVojan-horse style). 

The problems in the five-leveled 
Robotropolis start easy aiid end bard. For ex- 
ample, in level 1, the City Sewer, you get past 
a sentry robot by riding inside one of the 
three preprogrammed robots provided at the 
start of the game. In level 5, the Skyways, you 
have to “. . . .search for a key to open the gate, 
sneak by a sentry robot, ride a giant disk 
drive to retrieve a new key, open a sonar lock 
by sending a pattern of antenna beeps, travel 
through an invisible maze, and .... push a se- 
ries of eight buttons to reach the transport 
room. ....” Good luck — I’m nowhere near 
that yet, but I’m cursing as much as I do with 
an Infocom adventure! 

Chipwits 

What Odyssey is for hardware, Chipwits 
is for software. This game is for the Macin- 
tosh, but its distributor, Brainworks, should 
have an Apple II version finished by the time 
you read this; its creators. Discourse, Inc., 
have licensed a C-64 version to Epyx. Chip- 
wits is very similar to Odyssey in several 
ways. You have a “robot construction” area 
called the Workshop. Once you have finished 
a robot, you put it in one of eight adventures 
(called Missions) and see how it does; the 
game keeps the average and maximum 
scores for each robot/mission combination, 
and much of the fun of Chipwits is improv- 
ing a robot and seeing your score increase. 

A robot stays on its mission until it runs 
out of fuel (supplied by “good” objects like 
a cup of coffee or a slice of pie), sustains 
heavy damage from “bad” objects (Electro- 
Crabs, Bouncers, and Bombs), or dies of old 
age. The game awards points based on the 
mission. For example, in the mission named 
Greedville, all the obstacles are “good” ob- 
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jects, but only two add points to the robot’s 
score; Doom Rooms has only “bad” objects 
that you get points for destroying, but Peace 
Paths gives you points for eating certain 
“good” things and decreases your score if 
you destroy (rather than just avoid) the “bad” 
things. When the robot is on a mission, the 
screen shows a three-dimensional drawing 
of the robot moving through the room it’s in, 
a status panel, and the section of the robot’s 
program currently executing. The staus pan- 
el shows the values of four system variables 
(damage, fuel, distance-to-sighted-object, 
and current-key-being-pressed) and three 
“stacks” of user values (one each for storing 
move sequences, lists of objects, and num- 
bers). The program panel also allows you to 
single- or slow-step the robot through its 
program. 

In the Workshop, the screen shows one of 
eight 6-by-lO panel of instructions and “oper- 
ator” and “argument” panels. To program 
your robot, you select a domino-shaped in- 
struction from its panel, an operator (or 
verb) for it, and sometimes an argument (or 
object); you can then move the panel to an- 
other position or rearrange the true/false ar- 
rows that lead to the next instruction. 
Everything is done with the mouse, and you 
program in pictures. For example, a panel 
with an eye above a door means, “look for a 
door (in the direction you are facing) and ex- 
ecute an adjacent instruction based on what 


you see and the positions of the arrows 
marked ‘T’ and ‘F’.” The robot’s instructions 
are contained on one main-program panel 
and seven subroutine panels that can be 
called from the main panel. Each instruction 
has 23 possible operators and up to 12 differ- 
ent arguments. 

Chipwits is fun, but it has some moderate- 
ly serious problems you need to know about. 
You can save up to 16 robots on the Chipwits 
disk, but you caimot create additional data 
disks. Since you also cannot copy the disk, 
you can never have more than 16 designs 
saved. A more serious problem has to do 
with the awkward way in which designs are 
saved: the changes you make can only be 
saved to the current robot, not to a different 
“slot” on the robot menu. Copying a robot 
to a new “slot” is a tedious, error-prone proc- 
ess that can take up to 64 steps. Also, the 
“Stats” menu item does not always work, 
and any trip to the Workshop erases its per- 
formance statistics, even if you don’t change 
anything in the robot. 

(In another arena, ignore the unattractive 
packaging and the overinflated claims that 
Chipwits is “an introduction to the princi- 
ples of artificial intelligence.” It is a much 
finer product than its exterior promises.) 

The philosophical differences I have with 
Chipwits are more a cry for a more complex 
Chipwits II game than condemnation of the 
current product. At first, I thought Chipwits 


would be a great idea for a yearly contest 
(like CGW does with Muse’s Rohotwar 
game) — it could still he done, but my 
programming experiences with Chipwits 
leave me less than enthusiastic. In a word, 
the robots’ programs are too simple to imple- 
ment truly interesting survival strategies. 
For example, the single number stack limits 
the complexity of ideas the robot can 
“remember,” and the subroutine panels can 
be called only from the main panel (thus 
making them less useful). An expanded 
Chipwits game with larger robot-programs, 
more operators and argument types, and 
more stacks (or some provision for user vari- 
ables) would be a dynamite product. (Let me 
add that I speak as an advanced program- 
mer; the product, as is, is quite appropriate 
for the beginning programmer. 

Conclusion 

Just as there are many kinds of adventures, 
there can be many kinds of robot simula- 
tions, of which— I hope— Robot Odessey I 
and Chipwits are just the first. 

Both games are innovative, are easy to use, 
and give good value for the money, though 
Chipwits may be too simple for people famil- 
iar with programming. I can recommend 
both of them highly. 

Ed. Note: The publishers of Chipwits have 
recently changed their name from Brain- 
works to Brainpower. 


LOWEST PRICES it FASTEST SERVICE 


OUTSTANDING ADVENTURES 


UNIVERSE $69.95 

ULTIMA III $34.95 

RETURN OF HERACLES $34.95 

QUESTRON $52.95 

SEVEN CITIES OF COLD $29.9$ 

ADVENTURE CONST. SET . . . $34.95 

INFOCOM 

CUTTHROATS $24.95 

HITCH HIKERS GUIDE $24.95 

SEA5TALKER $24.95 

PLANETFALL $24.95 

WITNESS $24.95 

ZORK I $24.95 

ZORK II $26.95 

ZORK III $26.95 

SUSPECT $36.95 

INFIDEL $26.95 

DEADLINE $29.95 

$TARCROSS $39.95 

$USPENDED $39.95 

ADV. INTERNATIONAL 3 PACKS 

ADVENTURES 1, 2, & 3 $34.95 

ADVENTURES 4, 5, & 6 $34.95 

ADVENTURES 7, 8, & 9 $34.95 

ADVENTURES 10, 11, & 12 . $34.95 
CLAYMORCUE CASTLE $29.95 

AND MORE ADVENTURES 
ALI BABA S 40 THIEVES $24.95 

BLADE OF BLACKPOOLE $39.95 

BRIMSTONE $39.95 

DALLAS QUEST $27.95 

DARK CRYSTAL $19.95 

ESSEX $29.95 

GRUDS IN SPACE $39.95 

THE INSTITUTE $29.95 

MASK OF THE SUN $29.95 


MIND SHADOW $34.95 

MINDWHEEL $39.95 

QUEST $27.95 

ROBOTS OF DAWN $29.95 

SANDS OF EGYPT $19.95 

TIMESHIP (APPLE) $29.95 

TRANSYLVANIA $27.95 

ULTIMA I $29.95 

ULTIMA II $39.95 

ULYSSES & CLDN FLEECE . . . $19.95 

WOMBATS I (ATARI) $23.95 

WIZARD 6 PRINCESS $19.95 

OTHER GREAT PROGRAMS 

GEMSTONE WARRIOR $21.95 

PHANTASIE $25.95 

OPKATION MARKET CARDBI$31.95 

WAR IN RUSSIA $51.95 

BOUNTY BOB $TRIKES BACK$39.95 

MINER 3049ER $9.95 

RALLY SPEEDWAY $19.95 

BOULDER DASH $19.95 

PRINT SHOP $34.95 

MICROPROSE 

CRUSADE IN EUROPE $29.95 

KENNEDY APPROACH $27.95 

F-15 $22.95 

AIR RESCUE $19.95 

SOLO FLIGHT $22.95 

HELLCAT ACE $19.95 

SPITFIRE ACE $19.95 

MIC ALLEY ACE $22.95 

NATO COMMANDER $22.95 

BOOK OF ADVENTURE CAME$ 
(solutions to 77 top games)$l 7.95 
ULTIMA III HELP BOOK. . . $12.95 
UNIVERSE PRODUCT GUIDE $13.95 
INFOCOM HINT BOOKS $6.95 


Please add S2.50 snipping (S4.S0 outside USA) 
California residents add 6%. 


COMPUTER GAMES + 

BOX 6144 
ORANGE CA 92667 
(714) 639-8189 




Zinta Micro-Systems 
Presents: 

CAVEMAN 

Four new adventures for the Commodore-64 computer. 
“CAVEMAN” is a prehistoric jaunt in which the piayer 
assumes the roie of a Neanderthai man. This game, iike aii 
of our adventures, attempts to accurateiy reiate a sense of 
the actuai situations portrayed. Aii probiems presented 
have reaiistic soiutions and ourgoai has been to provides 
feeling of actually being there. 

To accomplish this goal we have made full use of the High 
Resolution Color Graphics and Multi-Color Sprite Graphics 
built into the C-64 computer. The end result is almost 
cartoon quality animation of the many animals and objects 
which the caveman encounters. 


— 

Available 

Product Name 

Sugg. Ret. 

Now 

CAVEMAN 

$39.95 

Jan. 1985 

TELMAR’S GOLD 

$39.95 

Mar. 1985 

WENDELLWOOD 

ESTATES 

$39.95 

May 1985 

BLUE SUN 

$49.95 


For dealers and ordering information contact: 

©1984 Zinta Micro-Systems 
P.O. Box 946 
El Toro, CA 92630-0946 



Circle 19 on Reader Service Card 


Circle 20 on Reader Service Card 
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IBM GOES TO WAR 

by Russell Sipe 


Name: 

The Ancient Art of War 

Type: 

Wargame 

System: 

IBM, PCjr 

Price: 

$44.95 

Publisher: 

Broderbund Software 
17 Paul Dr. 

San Rafael, CA 
94903-2101 

Circle 46 on 

Reader Service Card 

Name: 

Gato 

Type: 

Submarine Simulation 

System: 

IBM(128K), 

Apple(64K), 

Mac, Data Gen. 

Price: 

$39.95 to $49.95 

Publisher: 

Spectrum Holobyte 
2006 Broadway 

Suite 301 

Boulder, CO 80302 

Circle 47 on 

Reader Service Card 



Computer Gaming World has been commit- 
ted to coverage of the three most popular 
personal/home computers; the Apple, Atari, 
and Commodore 64. We have always said 
that if a significant game market developed 
on any other computer, we would add it to 
our “stable” of machines-covered. Since its 
release in late 1982 we have kept our eye on 
the IBMpc. However, the development of 
a significant entertainment market for it has 


been slow. 

In late 1983 {a year after the release of the 
IBMpc) we were somewhat disappointed 
that the PC entertainment market fell far 
short of the predictions of prognosticators. 
We hoped the release of the PCjr would 
change that. But, alas, after seeing the ma- 
chine, (especially with its “chiclets” type 
keyboard) we were disappointed; and so 
was the public. 


Then, in a dramatic move, IBM reacted 
to the underwhelming response from the 
public by revamping the Jr. into one of the 
best buys in computerdom. IBM took their 
turkey, replace the keyboard with a real one, 
expanded to a basic 128K configuration 
and, presto. . . their turkey became the Phoe- 
nix rising from the ashes. The response 
from the public was positive. 


A combination of events including the re- 
birth of the Jr., the move of the computer 
game player into more sophisticated games, 
and the general domination of the pc market 
by IBM has all come together to create a 
growing and significant entertainment mar- 
ket for IBM. The third party vendors have 
taken note. 


And that’s where we come in. As long as 
the significant IBM game titles were rela- 
tively few in number (and then almost al- 
ways a translation of a game from one of the 
other three machines we cover), we did not 
feel the need to add a fourth machine to our 
coverage. However in late 1984 that began 
to change. The third party vendors were 
translating more and more of their titles to 
the IBM and we began to see significant 
computer games that were exclusively IBM 
or were being released first on the IBM (this 
being the real test of a computer’s strength 
in the marketplace). 


In the period of just a few months we have 
seen the release of several significant IBM- 
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only (or first) titles. A sampling of these in- 
clude Goto from Spectrum HoloByte; The 
Ancient Art of War from Broderbund; Com- 
puter Diplomacy, Pro Manager, Ram!, In- 
cunabula, and By Fire and Sword, all from 
Avalon Hill. In short, the era of IBM com- 
puter gaming has arrived. And we are here 
to cover it. So, IBM, we welcome you to the 
CGW line-up. 

□ □ □ 

The Ancient Art of War and Goto have 
been getting a lot of play time at CGW re- 
cently. (Incunabula and By Fire and Sword 
arrived just before press time, but are getting 
some attention as well). 

THE ANCIENT ART OF WAR 

Broderbund has said that The Ancient Art 
of War (TAAW) is not a wargame. That’s be- 
ing picky, for it is indeed an excellent war- 
» game IBM wargamers will want to buy. 
According to Dave Murry (who, along with 
brother Barry, designed TAAW), “we want- 
ed to make a game that would appeal to the 
general public, not just hard-core war 
gamers”; hence Broderbund’s hesitation to 
call TAAW a wargame (they call it a strategy 
game). Dave goes on to say, “we wanted to 
combine action and strategy, with the em- 
phasis on creative strategy over brute 
force.” They have succeeded. 

The game is based on Sun Tzu’s The Art 
of War (a title familiar to the wargamer, not 
so familiar to the general public). The rule- 
book provides a good overview of Sun Tzu’s 
precepts as well as a useful brief history of 
war through the ages. The packaging is 
beautiful, and gives one the feeling that this 
product is a computerized version of Sun 
Tzu’s work. 

There are eleven campaigns (read battles) 
preprogrammed; including such encoun- 
ters as the Battle of Pharsalus, a Sherwood 
Forest scenario with you as Robin’s band 
of merry men, and Custer’s Last Stand 
where you are the bad guys (the U.S. Caval- 
ry). But the really exciting thing about 
TAAW is that it is also a powerful game 
generator that allows you to set up any battle 
you chose, historical or otherwise. Howev- 
er, as we will see, there are some frustra- 
tions here. 

There are three types of troops available: 
archers, knights, and barbarians. In some- 
thing of a rock-scissors-paper fashion, each 
of these types has strengths or weaknesses 
depending upon which opponent type they 
are facing. Knights (with their armor) are 
great against unprotected barbarians, but 
fall easily to the arrows of the archers (the 
knight not being agile enough to avoid the 
missile attacks). While the archers can put 
a devastating attack on the knights, they are 
much less effective against the barbarians 
who have the ability to “sidestep” arrows 
much more readily than knights. So if you 
have uniform squads try to match your 
knights up against enemy barbarian squads. 


your archers against enemy knights, and 
your barbarians against enemy archers. 

However, don’t think that the tactics are 
that easy. Mixed squads are possible and a 
variety of tactical formations are available 
(again, you can design your own tactical 
formations). 

There are nine terrain types (forts, vil- 
lages, hills, bridges, rivers, shorelines, 
forests, flatlands, and mountains). The pro- 
gram also recognizes status of terrain (such 
as home ground, near frontier, contentious, 
etc.). Squads are monitored for fatigue and 
food. Marching and fighting increase fa- 
tigue, being too far from your supply 
sources reduce food. 

The most exciting aspect of T AA W is the 
ability to create your own scenarios. You 
build the terrain, form the armies, set the 
goals, and even write an introduction to the 
scenario to be read by the player prior to 
play. 

There is a problem with creating scenar- 
ios that are based on battles which occured 
after the age of sword and shield (i.e. in the 
age of gunpowder. All three troop types are 
capable of simulating normal unit types in 
pre-gunpower warfare (barbarians are “sort 
of’ cavalry types). And archers can even do 
a fair job of simulating musketry fire. How- 
ever there is no adequate means to simulate 
cannon fire. I tried creating a Battle of 
Waterloo scenario but was frustrated by the 
fact that nothing could be done to simulate 
artillery. Therefore a major aspect of that 
battle (i.e. Wellington’s use of reverse slopes 
to avoid the withering effect of Napoleon’s 
artillery) could not be simulated. For pre- 
gunpowder warfare, however, TAAW 
should allow you to recreate most 
engagements. 

TAAW is a one player game. You will play 
against one of eight computer opponents 
(Athena, Alexander The Great, Gernomino, 
Julius Caesar, Genghis Khan, Napoleon, 
Sun Tzu, or Crazy Ivan). Each opponent has 
certain tactical and strategic patterns of be- 
havior that are outlined in the rulebook. Cra- 
zy Ivan is the beginner’s opponent (he does 
everything randomly and somewhat ineffi- 
ciently). One wishes that the game would 
have made provision for two humans to play 
against each other. 

Wargamers are constantly seeking the ul- 
timate wargame. But, if they really admit it, 
what they demand from such a wargame is 
impossible to deliver. As for me, TAAW 
meets a lot of my expectations of an ultimate 
wargame and if it doesn’t meet them all, it 
certainly comes closer than most. Great 
game! 

GATO 

Here is another winner. Goto is a real-time 
simulation of a WWII attack submarine. 
More than anything else. Goto seems to be 
a “Flight Simulator” for a submarine. Origi- 
nally designed for the IBM, Goto is now or 
will soon be available for the Apple, Macin- 
tosh, and Data General. 


Three-dimensional object perspective 
provides depth of field and realistic offen- 
sive and evasive ship movement. You play 
the role of submarine commander. At the 
beginning of each game you are assigned 
a mission fromCOMSUBPAC. Missions in- 
clude, among others: convoy raiding, res- 
cue missions, coast watcher resupply, seek 
and destroy operations. 

Once a task is assigned you use a strate- 
gic map to plot your location and that of 
your assigned mission location. In higher 
difficulty levels you only see yourself on this 
strategic map. In lower difficulty levels you 
also see enemy ships and your own sub- 
tender. The subtender is important for 
resuppling and repair. A Captain’s Log 
keeps track of your progress, ships sunk, 
and their tonnage. 

In game play you must make a variety of 
decisions that involve trade offs. For exam- 
ple, if you proceed on the surface you risk 
detection if you get too close to enemy ships. 
On the other hand, you travel much faster 
and use less fuel. Traveling submerged 
reverses the effects. 

When you find your target(s) you must de- 
velop a plan of attack. Do you drive straight 
in for a close shot or do you position your- 
self for a longer, less accurate, but safer at- 
tack? You must also think about the angle 
of your attack. With the correct angle one 
spread of four torpedoes can hit more than 
one ship. Get the angle of attack wrong and 
you could find yourself facing a charging 
destroyer with only a bow shot between 
yourself and the deep blue sea. 

If the enemy does detect your presence, 
either before you attack (because some fool 
junior officer messed up, no doubt) or after 
three freighters spout unaccustomed 
columns of flame, you will have to dive deep 
and avoid their sonar searches and depth 
charge attacks. Here, again, you have a va- 
riety of options: do you play dead on the bot- 
tom; or try to maneuver away, trying to 
escape the three dimensional depth charge 
patterns the enemy is using? Or do you get 
even more bold and attack the escorts? 

As much as I like the game, I always look 
for more. An important aspect of submarine 
warfare was the potential for detection by 
enemy aircraft (which could bomb the sub- 
marine or relay information on its location). 
This aspect is completely ignored in Goto. 
Another minor point ignored by the design- 
ers is the fact that WWII submarines rarely 
made a direct forward “shot” (the only kind 
possible in Goto). Torpedoes were most of- 
ten fired at an angle from the submarine. 
In fairness to the designers, however, to 
have included these two features would 
have greatly altered the basic design and 
scale of the game without adding much to 
playability. 

Goto has happily married two normally 
opposing game qualities: ease of play and 
detailed strategy. Goto is a superb game that 
I will play again and again. CLEAR THE 
BRIDGE. . . DIVE! DIVE! DIVE! 
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THE 

COMMODORE 

KEY 


Hoy Wagner 


COMMODORE is very serious about 
making the new C128 totally compatible 
with the C64. The C64 mode will include 
ALL things we might not like about the C64, 
but it will be all the good things the C64 is, 
and more. The 128K mode will make avail- 
able 122K of BASIC programming RAM, It 
will add nearly every conceivable command 
that is currently missing to handle disk ac- 
cess (five times faster), sprites, colors, sound, 
and structured coding. It will include a car- 
tridge slot that can detect a C64 cartridge 
and will use the standard Atari type 
joysticks. For an>one serious about business 
use, the CPM mode will accept the standard 
CPM 3.0 (IBM/34, Osborne, and KayPro 
disks) at a disk access rate 11 times faster 
than in C64 mode which will remain at it’s 
current slow rate. I have seen the machine 
and it is GREAT! 

COMMODORE — USER FRIENDLY 

Now that Jack TFamiel has left Commo- 
dore to help (?) Atari, Commodore has ex- 
pressed serious intention to support it’s 
users. This has resulted in several favorable 
changes of attitude. The new C128 is such 
an example. Another is their dedicated sup- 
port of user groups. This is just beginning 
with a special newsletter, buying services, 
and telecommunications network. There is 
also a $5 disk replacement policy in which 
they acknowledge that a “diskette may be- 
come damaged or worn out through con- 
tinued use”. They will replace the 
Commodore diskette for $5 and return it 
within 10 days. Not many companies offer 
such a deal as that. Thanks Commodore, for 
finally being good to your users. 
COMMODORE SOFTWARE 

In previous issues of this magazine, I have 
not said very much about Commodore soft- 
ware, as in the past there has been too much 
to say. Their early games were not much bet- 
ter than those available for the Atari (Sears) 
2600 cartridge game units (some even 
worse). The only really great software item 
that had come directly from Commodore 
was not a game, but rather the educational 


package LOGO (better than any other ver- 
sion for a computer priced under $1500). 
Priced at about $50, it’s worth twice the 
price. 

A new program just released is equally 
sensational. It is called SKY TRAVEL and 
costs about $25. It is subtitled “A Window 
to Our Galaxy", and is a home computer 
planetarium dynamically showing the loca- 
tion of over 1200 stars, 88 constellations (ma- 
jor ones, with connective lines), eight other 
planets, deep sky objects, and Halley’s com- 
et. The sky can be displayed for a specified 
latitude, longitude, time and date (plus or mi- 
nus 10,000 years from January 1, 1985). The 
display can then be automatically set to 
change in realtime or up to 64 times realtime, 
giving you a changing display of one hour 
in one minute. You can view the sky from 
any location on earth. The program will also 
identify any object displayed with a brief 
description of names and facts pertaining 
to that object. You can, finally, print any 
screen display, including special star charts. 
While, this is not a game, it is a lot of fun 
and is educational. The program comes with 
a 138 page, easy to read (and understand) 
manual. I highly recommend this program 
if you’re into astronomy. 

There are several new games and educa- 
tional programs being released from Com- 
modore. I will have more to say about them 
in future issues. I would surmise that the rea- 
son we see few good games from Commo- 
dore is that major game companies pay high 
royalties for good games and companies in 
general pay low royalties for educational 
games. Commodore is probably able to pay 
greater royalties for educational software, 
because good educational software sells 
hardware to schools which is good for Com- 
modore and for us. 

APPLES AND ORANGES - THE SAME? 

I recently attended the West Coast Com- 
modore Association conference in San 
Francisco. The two day conference covered 
all applications for the C64 and was very 
well organized. Two more major conven- 
tions are scheduled for Toronto and Valley 
Forge, PA, with one being planned for the 
Los Angeles area. I attended a presentation 
from MIMIC, the company that plans to 
soon release SPARTAN, a hardware box that 
plugs into the back of the C64 and lets one 
use existing Commodore hardware (disk, 
monitor, and keyboard unit) to run either 
Commodore or Apple software/hardware. 
It is quite impressive and well thought out 
as to the functioning of the hardware, and 
is said to be totally Apple II (* and E) com- 
patible. The price of $600 seems high, but 
there is a limited market. How many of us 
need both computers? If anything good is 
released first on the Apple, it is certain to 
be eventually made available for the C64. 
There are the few exceptions of companies 
that will not convert. (Why. . . we all still wait 
for Wizardry for the C64). 

I think the unit is well designed and offers 
some good possibilities. It takes up less room 
than two computers, extends the range of 


hardware and software available, and as a 
total package costs less than a new Apple 
HE. The product would be ideal for schools, 
making available educational software 
released for either machine. 

(Disclaimer This product has not yet been 
released from production, as of this writing. 
How well the production model performs 
will be determined in the next six months. 
My thoughts on this product should not be 
taken as a recommendation to buy, but rath- 
er some observations of it and it’s potential.) 
IT’S TRIVIA 

TRIVIA games of all sorts are now availa- 
ble for the C64. Everyone claims to be the 
best, and each has some variation on play. 
The first is FAX from Epyx. Had FAX used 
joysticks, it could have been good. As it is, 
it is a key pressing contest between two play- 
ers to provide the answer to a multiple 
choice question. You basically play one cat- 
egory, selecting from several available. The 
next is FACT TACTICS from Day Star. This 
one puts two teams against one another with 
each taking turns answering questions and 
moving around a board displayed on the 
screen. You enter your answer by keyboard. 
This game very cleverly accepts an answer 
that is misspelled or nearly right. 

The most recent trivia game which I have 
played is TRIVIA FEVER from ProLine. 
This game is very well thought out and cap- 
tures the best of the original TFivia Pursuit 
board game and expands on the idea to make 
a very enjoyable game. It has seven different 
categories with each team (up to 10) choos- 
ing five categories from which to answer 
questions. (You can handicap the super play- 
er teams by letting the computer choose the 
five categories). The teams play for a point 
total in each category. Questions are worth 
from one to three points, based on difficulty. 
After achieving the required total points in 
a category, the team is required to answer 
a two point category completion question. 
Until the completion question is answered 
correctly, you are given another one on each 
turn. After having completed all five cate- 
gories, the team must answer a final two 
point question selected randomly from any 
one of the five categories. Questions are all 
answered verbally and matched with a 
screen displayed answer. The players decide 
whether point credit will be awarded. The 
many Play and Handicapping options make 
this game very enjoyable. An additional disk 
of more questions from the basic seven cat- 
egories and an all sports disk are also 
available. 

There are several other THvia type games 
availabe, including one that uses special an- 
swer selecting controllers. There is a fine 
line that makes a question a trivia question 
rather than just a hard/impossible question. 
The thought that goes into selecting the 
questions for each game can make the game 
a winner or a loser. 

JUMPMAN MEETS THE WIZARD 

Every so often a good “new” idea for a 
game comes along. Following quickly on it’s 

Continued on page 43 
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DISPATCHES 

Insights From the 
Strategy Game 
Design Front 



WHY PEOPLE PLAY 


Dan Bunten 
of Ozark Softscape 


Every now and then it’s useful to go all the 
way back to the beginning. No matter what 
field you’re in you have some basic assump- 
tions. In computer game design, you assume 
that people like to play games. Your problem 
is how to make them like your games better 
than your competitors’. Recently, however, 
I got interested in what made people like to 
play in the first place. I read a book by 
Michael J. Ellis (Prentice-Hall, 1973) titled 
Why People Play that impressed me so much 
I want to share some insights from that book 
with you. 

The popular view of pl^ is that it is an 
activity which has no real value. We play 
when our work (an activity that has a value) 
is done. We play to pass the time between 
work and more work. We entertain ourselves 
with things that have no useful function in 
our everyday lives. Play is often viewed as 
an escape from the mundane aspects of life. 
A few astute observers have allowed that play 
is a useful element in the development of 
children. Some educators have found play 
to be a necessary ingredient in learning, at 
least for children. But overall, the common 
view of play relegates it to the status of a non- 
functional behavior. 


However, biologists, sociologists, and psy- 
chologists are not satisfied with such a sim- 
plistic definition. Play is too pervasive 
among humans and other species to be dis- 
missed as a useless activity. Current scien- 
tific views hold that al behavior is motivated 
by some system or thing. A behavior that has 
no value to a species will eventually disap- 
pear. Evolution will encourage only those 
behavioral traits that are beneficial to the 
survival of the individual. Tfaits that are no 
longer useful require some energy to main- 
tain and are thus a penalty to the species that 
keep them. Therefore, play must have a func- 
tion or it would not have survived. 

The factors that motivate behavior are 
called drives. These are usually divided into 
primary and secondary drives. Primary 
drives are those that work to insure an or- 
ganism’s survival from day to day. Secondary 
drives are those that are not needed for sur- 
vival today but are useful for success tomor- 
row. Recent neurologic research has 
uncovered in all “higher” organisms a 
secondary drive to maintain optimal arousal 
of sensory and cognitive systems. By its very 
design, the brain will attempt to maintain 
a balance of awareness. If there are too many 
stimuli coming in, the brain will filter some 
out. If there are too few stimuli, the brain 
will listen more intently or even “invent” 
stimuli. However, the brain will also regis- 
ter the various levels of stimuli as pleasant 
or unpleasant and encourage the organism 
to seek more or less stimulation as needed. 
Higher animals can generate cognitive 
events and adjust sensory input levels to cre- 
ate arousal. They can also act to reduce their 
exposure to arousing events. These capabil- 
ities allow the individual organism to main- 
tain an optimal arousal level. 

This optimal arousal level is considerably 
higher than the quiescent state. Even when 
the organism has satisfied all of its primary 
needs it will still require more stimulation. 
As a survival tool, this drive to maintain an 
optimal level of arousal enables a species to 
adapt directly to conditions that require it 
to be flexible. To maintain optimal arousal, 
the animal is continuously pushed into en- 
gagements with its environment. Since only 
novel, complex or dissonant interactions 
prouce arousal, the animal is in constant 
contact with the changing and changeable 
elements of its surroundings. This behavior, 
since it is not motivated by any immediate 
survival need, is defined as play. 

Play behavior has adaptive significance for 
the individual. It broadens the base of ex- 
perience the individual has available to draw 
upon in meeting the challenge of new situ- 
ations. The animals that survive their chang- 
ing world tend to pass on their 
perdisposition to play. Thus, play becomes 
an inherited trait that influences the play- 
fulness of the species. This drive to play 
thereby bcomes the fundamental learning 
mechanism of the species and the individu- 
al. Most inherited traits are automatic re- 
sponse patterns to specific circumstances. 


The truly amazing aspect of play is that it 
is not an automatic response but rather a 
drive to learn from the environment. What 
the organism inherits through its genes is 
not a solution to the problems it will face but 
rather a desire to look for solutions before 
the problems actually occur. Thus, the genes, 
do not specify how a kitten should catch a 
mouse. The genes provide a “drive to play” 
as a learning mechanism so that it is “the 
mouse which teaches the kitten the finer 
points of how to catch mice.” 

Play, therefore, is not a silly non-functional 
activity but rather the way evolution has 
produced an organism adapted for change. 
Humans are by far the most flexible and ne- 
ophilic (new loving) animals on earth and 
thereby require the most play. We derive 
pleasure from novel and complex interac- 
tions with our environment throughout our 
lifetimes. So when you play you are not wast- 
ing time on a useless activity. You are repeat- 
ing the history of evolution and training 
yourself to maintain a flexible response to 
your environment! I hope this reassures you 
as much as it did me! 

Dan Bunten is the author of Computer 
Quarterback, Cartels & Cutthroats, and 
Cytron Masters; all available from Strategic 
Simulations. He is the lead designer of the 
Ozark Softscape group that wrote M.U.L.E. 
and SEVEN CITIES OF GOLD; both availa- 
ble from Electronic Arts. 
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The World of the 

PLAYTESTER 


by Tom Cheche 


OK, I’ll admit it. After twenty-three years of wargaming I’ve never 
been more involved in the hobby, never enjoyed it more, and never 
felt more excited about what I do. For the past several years I have 
been continuously busy as a playtester, enjoying the excitement and 
challenge of being on the cutting edge of the hobby. 

But don’t be mislead. Playtesting is work. 

At first glance, the role of a playtester would appear to be pretty 
clear cut— to test a piece of software to see if it works, to find the 
bugs, and make sure it does what is is supposed to da However, it 
is not that simple. The role of a playtester can vary dramatically de- 
pending on the amount and kind of input sought by the designer 
and his developer, and by the knowledge and experience the play- 
tester brings to the product that is being developed. 

There are all kinds of gamers. Some play wargames for the sake 
of the game. Others are interested in the accuracy of the game as 
a simulation of the historical event. Still others see a wargame, if 
it is well researched and executed, as a sort of living history lesson; 
an opportunity to learn about a campaign or battle. And, just as 
gamers bring different points of view to a game, so do playtesters. 

On the most basic level, aplaytester’s job is to find bugs and obvious 
defects in the program, and in the initial stages of development this 
is the first priority. In fact, I am told there are some playtesters who 
are masters at making programs crash. They get a new program and 
attack it with a vengeance, trying to find errors that aren’t properly 
trapped. Once the program has largely been debugged, they move 
on to other projects and the more subtle playtesting begins. This is 
the most obvious aspect of playtesting. It is, to me, also the least in- 
teresting and rewarding. Happily, this phase is usually over very 
quickly, in one or two versions. 

Every time a new version of the game is sent to the playtester it 
includes a new set of rules, and each time the rules must be read 
carefully to uncover ambiguities and contradictions. An important 
part of the job is to make sure the rules are clear and accurate, and 
if not, to suggest changes. 

Once a program is running relatively bug free, a more subtle kind 
of playtesting begins. The emphasis then shifts to several other pri- 
orities; historical accuracy, playability, play balance, and the quality 
of the artificial intelligence It is once this phase begins that a play- 
tester tends to go in the direction that his particular strengths take 
him. If I know what I will be playtesting for enough ahead of time, 
I try to read as much as possible about the subject before the play- 
testing begins. If not, I do the reading while the playtesting is going 
on. I also try to restrict my reading to views of the battle that approx- 
imate the scale of the game, be it tactical, operational, or strategic. 

The manufacturer may have a different assessment, but I tend to 
view myself as being a sort of creative conscious, the voice of the 
gamer. I am looking out for the gamer, airing his concerns. And it 


can be very gratifying to push long and hard for something in a game, 
see it in the final production version, and know that you were in- 
strumental in having it included. 

Usually you can anticipate what the crucial actions in a game will 
be, based upon your background reading. But, occasionally, you will 
encounter something that isn’t represented in the game which you 
believe should be or conversely, something included you think 
shouldn’t be. Then the fun begins. 

The closer to the source a playtester works the more likely he is 
to see his suggestions show up in the game. If he only communicates 
through a person who administers the playtesting assignments, he 
can sometimes feel as though no one really cares what he has to say. 
If he deals with the person in charge of developing the game for the 
designer and has a good one-on-one relationship with the developer, 
he may be more successful when he argues for a change. 

The best case, but the most rare, is for the playtester to have a one- 
on-one relationship with the game designer and the developer. This 
allows the playtester to input the “gamer’s view’ ’ right from the outset. 
But it doesn’t always happen. There have been times when I have 
playtested a game from start to finish and never once spoke or com- 
municated with the designer directly. 

The playtest disks that are sent out by the manufacturer are never 
accompanied by the same kind of documenation that is released in 
the final version. Playtest documentation often includes nothing 
more elaborate than a photocopy of a hand-drawn map Sometimes 
entire sections of the rules are omitted and sent to you later. And 
those wonderful players’ aids that we love to use are almost never 
included. In fact, many of those aids are created during the play- 
testing process. For example, during testing of Fighter Command, 
by SSI, I told the developer that in order to keep track of the status 
of the squadrons I thought a chart would he in order, and I casually 
mentioned that I had made one of my own. I was told to send it in 
so they could see what I had in mind. Well, apparently some of the 
other testers had the same suggestion, because when the final version 
came out it included a chart like the one I suggested, but it didn’t 
look very much like the one I had designed. Actually, it was better. 

Sometimes a suggestion can mean the addition of a simple screen 
display. In one instance, I booted up the first version I received, the 
drive went to work, and then apparently stopped cold. I thought I 
had a bad disk. I rebooted the disk a half-dozen times, and each time 
it stopped and just sat there for a couple of minutes, 'films out the 
program was reading in a very big batch of data, which took several 
minutes. The result was the addition of a message that told the player 
to hang in thee, this is going to take a minute. This sort of input from 
the tester to the developer results in the kind of changes and addi- 
tions that can mean the difference between a good game and a very 
enjoyable ona 
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There is no dismissing the fact that being involved in this type of 
development can be very exciting. A special kind of excitement is 
created when receiving the first version of a new game. And when 
it is clear that you are working on a game that obviously is going 
to be a hit when it is finally released, it’s like being in on a secret. 
You find yourself thinking thoughst like, “Boy, they’re gonna LOVE 
this one.” Of course, it makes it all a lot more worth while to be work- 
ing on quality products. And it isn’t all fun and games. 

A playtester must stay in touch with the developer. He must com- 
municate regularly, and the written word is perferred. Telephone 
messages have a way of not getting to the right person, and often 
no matter what transpires over the phone, unless you put in writing 
you can’t be certain your input got through. 

A playtester must remember that he is playtesting and not playing. 
There is a difference. Keeping pad and pencil close at hand you must 
take copious notes. Notes about anything that crosses your mind; 
a strange quirk in a screen display, a strange combat result, anything 
the program does that conflicts with what the rules say it is sup- 
posed to do. Write it all down and send it on to the developer, along 
with your comments. 

You can’t let yourself get too involved in playing the game early 
on,oryoumayhevery frustrated. On more than one occasion, I have 
gotten very involved in playing a game, only to have a fatal bug surface 
and trash the game. And don’t expect a lot of sympathy. “That’s the 
breaks”, the developer said, “you’re playtesting.” 

And then, there are all the times when you would rather be out 
shagging fly balls, or maybe just playing something different for a 
change. You have already played the game more times than you care 
to count, you’re getting worn thin, and you really don’t feel like hitting 
it again. But the push is on, the final release is only a couple of weeks 
away, and the developer just contacted you and said he wants you 
to do the campaign game one more time, at the highest level of diffi- 
culty. We’re talking work here. Bud. 


In fact, there are many times when I am convinced that I will never 
play a game after it has been released because I have played it so 
many times during development. Would you believe playtesting War 
In Russia for nearly a year? And I wasn’t involved on that one from 
the outset. 

And you cannot know the joy that was felt when I got a phone 
call one day, months into the testing, informing me that errors had 
been found in some of the algorithms, rendering all of the previous 
results invalid. “We have to start all over again” I was told, right about 
the time I was beginning to think about wrapping it up. 

Only when the time has come to start polishing the program for 
final release can you really play it with the notion of beating the com- 
puter opponent as thoroughly as possible At this stage you are trying 
to find out if there are any serious problems with the artificial intel- 
ligence, and exactly how well the artificial intelligence performs. In 
fact, most of the time the final stages of the playtesting process are 
devoted to tuning up the artificial intelligence. 

Human nature being what it is, I wouldn’t hazard a guess as to 
the feelings of other playtesters about what they do. But for me, there 
is a great deal of satisfaction in completing a project on which I know 
I’ve done a good, conscientious job. And there is something else. 
There comes the time when you are told the game is ready for re- 
lease and you know the project is just about over. You start to get 
a little itchy, because already you are wondering, “What’s next?” 

Tom Cheche is a playtester for SSI. 

Most computer game publishers are interested in quality playtesters. 
If you think you have what it takes, contact some of the companies. 
In your letter of introduction be sure to detail your gaming experience 
[both computer and non-computerj. Consider contacting the smaller 
companies as well (some of the larger companies may have a waiting 
list of potential playtesters). 

We would like to hear about your experiences in being or becoming 
a playtester. 
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COME CAST A 
SPELL WITH ME 


Innovative Adventure 
Designers 
Apply Here! 


ROE R. ADAMS III 


A flood of new products have been in- 
troduced recently into the market place that 
will allow the anyone to create his or her very 
own computer adventure game. Some of 
these programs have graphic capabilities, 
but most are strictly text generated. That fact 
is not necessarily a drawback, as Infocom 
has been notably successful in this genre. 
However, it is very difficult to design an in- 
teresting text adventure. 

Almost every other text adventure game in 
the last three years has been a complete fail- 
ure. Why is that? Infocom claims that text ad- 
ventures are more intellectual and alluring 
to the player than graphic ones. Yet surveys 
have shown that the public really prefers 
colorful animated graphics to text screens 
for entertainment. How does one explain the 
phenomenal success of Infocom, and the ab- 
symal failure of every would be competitor? 

The real secret to Infocom’s vast popular- 
ity, which has never been told before, is that 
their programs succeed IN SPITE of the fact 
they have no graphics instead of because 
they are only text! It is Infocom’s extrordi- 
nary depth in creative scenario designers 
that makes the difference. Every Infocom 
game breaks new ground in the art of game 
design. The craft has reached the level of an 
art form, primarily because of Infocom. 


People flock to buy the latest Infocom 
game knowing they will be delighted with 
some unexpected new nuance or adventure 
concept. No other software house can boast 
a staff like Mark Blanc, Dave Liebling, Steve 
Meteksky, Mike Berlyn, or Stu Galley. Thus 
the core of a good game is talent and creativi- 
ty. The superior Infocom parser is only a mi- 
nor advantage to their success. If only clods 
used that parser, no one would buy the 
games. Actually, several companies have 
marketed games with parsers that were al- 
most as sophisticated as Infocom’s, but the 
games were so boring that no one cared. But 
there is hope yet for most people to use these 
new adventure design programs. 

Synapse’s new game, MINDWHEEL, has 
just such a parser, but is lightyears ahead of 
its competition. The program, while still just 
a text adventure, blazes a whole new frontier 
in computer game design. Synapse refers to 
this program as an Electronic Novel® . 


Mindwheel blazes a 
whole new frontier in 
computer game design 


The game is actually in two different 
mediums. One is the traditional computer 
disk, while the other is a hard cover book 
that accompanies the disk. The player is re- 
quired to read the book first, study the mar- 
velous graphic illustrations, and catch all the 
tricky clues buried within the book. While 
most of the game is standard adventure fare, 
the program really focuses around novel 
road blocks. The road blocks are strategical- 
ly placed so that you must solve them to con- 
tinue. Each roadblock involves a logic word 
game: guess the meaning of a riddle, finish 
the last line of a poem, or most amazingly, 
divine a long series of fill-in-the-blank words 
to complete a love sonnet. Each of these puz- 
zles is new and fresh. While clues abound in 
both the game and in the hard cover book. 
The sonnet is, by far, one of the most diffi- 
cult challenges seen in a long time. The 
game structure is truly module, with the 
road blocks serving as sentries baring en- 
trance from module to module. 

MINDWHEEL affords the player more in- 
tellectual challenge than the usual adventure 
game. The blend of disk and book draws the 
player deeper into an involvement with the 
game, thus offering a greater sense of real- 
ism and participation. What a breath of 
fresh air this game is! 

Two important aspects stand in the way of 
most would be designers: atmosphere and 
puzzles. Do not settle for mediocracy when 
you create a game. Carefully think out a 
general storyline or setting for an adventure. 


Go to the library and spend some time 
researching the period or local. It is the at- 
tention to realistic details that is one of the 
main factors that separate top games from 
the usual morass of boring programs. Dave 
Lebling of Infocom has always described 
himself as the Master of the Purple Prose. 
Anyone who doubts this has only to read the 
text in his new game SUSPECT. A person 
can close their eyes and feel one of Dave’s 
rooms. The richness of his words paint or- 
nate pictures of a room and flesh out the 
playing characters. Most new designers fail 
here utterly. They toss off brief, boring room 
descriptions and say “Isn’t that in- 
teresting!?’’ 

Likewise, a common trap that novice de- 
signs fall into is one of creating an obscure 
puzzle. TIMESHIP, Five Star’s first offering, 
has many good elements to the adventure, 
but it also has a puzzle that falls into the ob- 
scure category. At a late point in the game, 
an item must be bought with a nickle, but 
there is no apparent money available in the 
game. There is, however, a change machine 
available. So where to find some other form 
of currency to put into the change machine? 
The answer lies in an ordinary book of all 
places. The player is somehow supposed to 
divine that he must “tear pageout of book”, 
“fold page”, and then “insert the page into 
the machine.” Out rolls the nickle. Now the 
author apparently intended this to be a dif- 
ficult puzzle, but in fact it is logically absurd. 
Puzzles of that sort alienate players. Avoid 
this pitfall at all cost. Do not let your desire 
to be clever lead to unfairness for players! 

Many readers of magazines like GAMES 
are puzzle freaks. They practically swim in 
a sea of mental agility and challenge going 
from word to picture to logic puzzles. If even 
a fraction of those skills were applied to 
designing a puzzle in an adventure game, 
the level of design competency would rise 
multifold. 

The lesson to be learned is that innovation 
and creative abilities account for almost 
everything these days in game design. Years 
ago, it was the programmers that mattered 
most, as it was so technically difficult to pro- 
duce one of these programs. Today, with the 
automatic authoring systems, nonprogram- 
mers are equally able to write a high level 
computer adventure game. The opportunity 
even exists to create adventure games which 
might even be commercially saleable. The 
important thing to remember is that creativi- 
ty and originality are the yardsticks by which 
your efforts will be judged, not the flash of 
your programs. 

Designing a game can be one of the most 
rewarding things you have ever accom- 
plished. The ohs and ahs of your friends will 
give you an immense satisfaction. Who 
knows you might be the next Steve Meretzky. 

□ 
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a hex map, with the Ogre entering on the south (narrow) end, march- 
ing north, destroying the CP, and heading south to escape off the 
same end by which it entered. 

The game’s simplicity makes it an easy one with which to do arti- 
ficial intelligence (AI) experiments, especially if you let the computer 
control the Ogre. Let’s look at a simple way in which the Ogre can 
“learn” to play a better game. 

The Ogre has to choose a path from the south end of the board 
to some point within striking distance of the CP. Since it can only 
move up to three hexes each turn, it must choose (each turn) the hex 
on which it wants to stop. It needs a simple evaluation function, f(hex), 
to choose which hex is best. The simplest evaluation function is: 

f(hex) = kdist(hex,CP) 
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HOW COMPUTERS LEARN 

by Bruce Webster 


My last “real” column was in issue 4.1, which should give you an 
idea as to how badly I’ve been neglecting this column. Actually, it’s 
not all my fault — the editor has had to bump my column a few times 
due to lack of space — but, by and large, I am responsible for the 
column’s infrequency. 

That should change now. I’ve given up full-time software develop- 
ment for the time being and gone to full-time writing. It was not an 
easy decision to make, but it was a necessary one. And it means that 
I can now spend more time in software exploration, that is, in writing 
programs to test out different ideas — such as those found in this 
column. 

□ □ □ 

Back in issue 4.1, 1 was deep into a discussion on heuristic search 
techniques, having looked at three breadth-first algorithms, each one 
more informed than the last. I concluded that column with the prom- 
ise that we would “take a harder look at the performance differences 
between BPS (breadth-first search) and MIBFS (more informed BPS) 
and see if smarter really is better.” You see, I had stumbled across 
problems with MIBPS which suggested that BPS, though less “in- 
telligent”, might really be faster and consume less memory. Howev- 
er, when I sat down to write this column, I ran into another problem. 
You see, it’s been over a year since I worked with those algorithms, 
and, well. I’ve forgotten just what it was I discovered. When I figure 
out what it was. I’ll write about it. While I’m doing that, you can 
track down issues 3.4, 3.5, and 4.1, so that you can remember (or learn) 
what I was talking about. 

In the meantime, let’s talk about something else. What’s a major 
difference between a human opponent and a computer? Well, the 
human learns from his/her mistakes or successes, while a computer 
usually pushes ahead regardless of how things are going. However, 
computers can “learn” in some simple (and not-so-simple) ways. 
We’re going to see how that can happen. 

Let’s look at a simple example, based loosely on OGRE, a very suc- 
cessful SF wargame from Steve Jackson Games (with a computer 
version coming out from Origin Systems). In OGRE, one side de- 
fends a command post (GP) with many different units: GEV’s (hover- 
craft), infantry, artillery, and several types of tanks. The attacking 
side, whose mission is to destroy the GP, has only one unit: a massive 
cybernetic tank known as an Ogre. The entire game takes place on 


where 

kdist(hex,CP) = 25 - distance(hex,GP) 

In other words, for all the hexes within the movement limits, pick 
the one with the highest value of f(hex). This will move you directly 
to the command post.. .providing you’re not blown up first. A good 
defender can usually destroy an Ogre which is coming straight in, 
so our computer needs to be a little more intelligent. Let’s expand 
our evaluation function: 

f(hex) = kdist(hex,CP) - defend(hex) + attack(hex) 

We’ve put two new terms into f(hex). The first, defend(hex), is sim- 
ply the sum of the attack points (firepower) that the defender can 
bring to bear on that hex. The second, attack(hex), is the sum of the 
attack points of the defending units that the Ogre could attack from 
that hex. As before, we pick the highest f(hex) for all the hexes with- 
in range (which is why we subtract the defend term). 

O.K., we’ve expanded our evaluation function, but we need to make 
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one more adjustment. You see, we’re not sure what comparative 
ranges of values the three terms have, nor have we defined their rela- 
tive importance. The answer: add a weighting value to each: 

f(hex) = wlxdist + w2x defend w3x attack 

We can now set wl, w2, and w3 to reflect how much weight to give 
to each term. (Note that w2 should be negative, since we’re now add- 
ing all the terms together.) As before, we pick the hex with the highest 
value as our destination for this turn. Choosing different values for 
the weights will result in different strategies for the Ogre. A high 
hi will cause the Ogre to go straight for the command post; a high 
w2 will result in a very cautious Ogre; and a high w3 will lead the 
Ogre to aggressively attack the defending units. 


Starting School 

Let’s say that we’ve got the game working, using the evaluation 
function developed above. We have some standard set of weights 
(wl,w2,w3) that we use throughout each game. We find that the com- 
puter plays well at times but, because of its predictability and single- 
mindedness, can be maneuvered into some nasty situations. How 
can we help it to learn to play better? 

One way is to let the computer itself decide which weights are best. 
At the end of each game turn, after both sides have moved and fired, 
look at the relative success of that turn. Did the Ogre destroy the 
CP? Did it take significant damage? Did it damage or eliminate oth- 
er defending units? We can then use the answers to those questions 
to modify the weights. If the Ogre is taking too much damage, then 
increase (in magnitude) w2 so that the Ogre will shy emay from heavily 
defended hexes. If the Ogre successfully attacked one or more 
defenders, increase w3. If the Ogre destroyed the CP, then increase 
all the weights to reinforce their “correctness.” If, instead, the Ogre 
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was destroyed, then decrease all the weights to make other adjust- 
ments more significant. 

You’ll notice a few things from this approach. First, the Ogre’s 
strategy will change during a game, depending upon how things are 
going. Second, you can have the Ogre develop different sets of weights 
for different opponents. How does the computer recognize different 
opponents? Well, you could just have the human enter his/her name, 
but the human can always lie, so that isn’t completely reliable. A better 
(and more general) approach is to see what units the defender selects 
and how he/she deploys them. The Ogre can then pull out a set of 
weights developed for that defense. 

Enhancements 

This approach is not, of course, perfect. One real problem is that 
the set of weights you have by the end of the game is biased towards 
the end of the game and may not work too well at the start of a new 
game. What we really need is not a single set of weights, but several 
sets, one for each phase of the game. For ExFlrlJ^This might be the 
“feel the enemy out” set, with an emphasis on caution and attack 
and little weight on heading for the CP. The Ogre would continue 
to use that set until some key event, such as the passage of so many 
turns, or after some amount of damage is inflicted or taken. Then 
another set would be chosen, depending upon the circumstances, 
such as an “edge your way around” set, a “push for theCP” set, and 
so on. Again, different sets of weights can be developed for different 
defenses. 

A yet-more-complex method involves what we’ll call scripts. Let’s 
say we’re starting a new game. The Ogre selects its starting weights 
(wl,w2,w3J and a starting script. The script is simply alist of adjust- 
ments; each adjustment contains three values to be added to the three 
weights. After each turn, we add the next set of adjustments to the 
weights. The result is that the weights (and, as a result, the Ogre’s 
strategy) change during the script. 

How do we create the scripts? Well, since this column is about 
learning, we’ll let the Ogre create them for us. Start a script as all 
O’s, which means that the weights would not change at all. Then, 
instead of directly adjusting the weights to reflect success or fail- 
ure, we go back and adjust the script. If the success/failure is a mi- 
nor one, we can just change the script entry for the previous move. 
If it’s a major one, we can propagate the changes back several moves. 
By connecting scripts with different situations (such as “opening 
game where defender has lots of GEV’s”), we can, indeed, have our 
computer opponent “learn”. 

Conclusions and Warnings 

We’ve talked about some very simple learning techniques applied 
in some very simple ways. We need to recognize that learning takes 
time and practice. Your computer program is not going to become 
a top-notch OGRE player overnight (if, indeed, ever). There are, of 
course, short cuts. For example, you can give the computer a head 
start by directly creating weights and scripts yourself. And, if you’re 
the computer’s main opponent, you are going to he learning as well, 
so that the computer’s improvement may be hard to notice. 

□ □ □ 

Whenever I predict what I will talk about in the next column, I 
am usually wrong, so I am making no promises as to what you will 
see next. I would like some feedback on my column: what you like, 
what you don’t, and what you most want to see. I’ve gotten some 
nice comments over the years, but generally you’ve been a quiet lot, 
which makes me wonder if this column is being read by anyone. If 
it is — and if you want to continue —please let me know! Feel free 
to contact me directly: Bruce F. Webster, 6215 Thorn St. San Diego, 
CA 92115. By bulletin board: (619)286-7838 at 300/1200 baud. By Gom- 
puserve: 75166,1717. By MGI Mail: 138-5892. 

Bruce is the author of Sundog from FTL. 
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A few issues back (August 1984, Vol. 4.4), 
I used the Atari Playfield to lament and 
writhe in public at trade paper speculation 
that Jack TVamiel, Atari’s new owner, was 
planning on coming out with an Atari IBM 
clone. In that column, I scowled at compa- 
nies whose contribution to computer gam- 
ing was to go with the pack, applauded 
Apple for making an exciting computer like 
the Macintosh NOT IBM compatible, and 
fantasized that it would he wonderful to hear 
that Atari had announced a computer with 
advanced gaming capabilities that no oth- 
er computer on the market today could 
touch. 

Well, if you have been reading the papers, 
you may already know that at the Winter 
Consumer Electronics Show, Atari revealed 
my fantasy computer and promised delivery 
in mid-April of this year. CGW staff was in 
attendance for the unveiling of new Atari 
line of computers that includes incredible 
features, incredible prices, and an incredible 
promised-delivery date. And, if IVamiel can 


deliver, that too will be incredible. But, 
'IVamiel (as founder of Commodore Interna- 
tional) has done the incredible before, so all 
Atari-philes have their fingers and joysticks 
crossed. 

Gaming and The New Atari ST’s 

The new Atari computers are the Atari 
130ST and 520ST. The specs on these 
machines are impressive. And, the most im- 
portant question to us is, “Is the ST line go- 
ing to be good for gaming?” 

All features of the machines indicate a re- 
sounding “YES!” 

First, at the heart of the ST’s is the same 
16/32 bit microprocessor used in the Apple 
Macintosh (the Motorola 68000). One of the 
big differences though between the ST and 
Mac is that the ST delivers color. For gaming 
applications, this powerful processor can 
mean high-speed, smooth-moving multi- 
colored (512 colors) graphics and animation. 

Atari has built onto the ST operating sys- 
tem (modestly named the TOS, for IVamiel 
Operating System) two major features for 
display and memory control: the GEM 
(Graphics Environment Manager) user in- 
terface developed by Digital Research and 
something called a GSX graphics kernel. 

The GEM is basically a memory manage- 
ment system that will enable game program- 
mers to design and manipulate display 
features such as pop-up menus (like the 
Mac’s pull-down menus), windows, icons, 
a real-time clock, and a mouse controller 
with two buttons. To game players these fea- 
tures will hopefully mean that games on the 
ST will be easier to learn and play. 

Instead of an ANTIC chip (the one that 
enables playei^missile graphics in the 
400/600/800/1200’s), the ST’s will use a GSX 
graphics kernel. This feature will allow game 
programmers to design and manipulate 
complex multicolored screens in a variety 
of ways. Games produced on the ST system 
could easily contain the most visually excit- 
ing graphics and animation ever produced 
on a personal computer. 

The 130ST comes with 128K RAM while 
the 520ST has 512K. When you consider that 
your favorite Atari game takes up less than 
64K, you’ll realize that memory will not be 
a problem. If anything, programming code 
may get sloppy as programmers wallow 
around in all that RAM. 

On-board ROM in both ST’s is 192K. This 
is massive when you compare it to the 800’s 
lOK ROM. The ST’s also have a side slot for 
add-on ROM cartridges. This will be an im- 
portant consideration for third-party game 
manufacturers seeking the higher degree of 
copy protection that a ROM cartridge offers. 

Other important features of the ST’s that 
indicate that they are designed for gaming 
are the two joystick ports. One of the ports 
is being specially configured to accept a 
mouse. 

The ST’s have three graphics and text dis- 
play modes and a built in drawing software. 
As with the all computer graphic modes, the 
finer the resolution, the fewer the colors 
available. The Intense Color Display (IGD) 


mode offers resolution similar to the current 
(i)Graphics 8 mode, except the IGD offers 16 
colors instead of just one and a screen area 
of 320 by 200 pixels. The High Resolution 
Color Display mode gives you four colors on 
a 640 by 200 pixels. And, get this, the Mono- 
chrome Hi-Res Display produces 640 by 400 
pixels. These modes, combined with the 
speed of the 68000 microprocessor, should 
lead to the most impressive game graphics 
ever produced on a personal computer 
system. 

In the sound department, things look 
(sound?) pretty good, too. First, the ST’s have 
a three-voice sound generator (the current 
Atari’s have a four-voice generator). Howev- 
er, the ST sound chip allows control of the 
“attack, sustain, delay, and release” (these 
characteristics help us tell the difference be- 
tween an oboe and a piano just by listening). 
The range on the sound chip is from 30 hz 
(like an earthquake rumble) to higher than 
the human ear can hear. This will mean 
gmes with both life-like music and realistic 
sounds. 

Another interesting feature is a built-in 
MIDI (Musical Instrument Digital Inter- 
face). The MIDI is like a special modem port 
that lets a computer control electronic mu- 
sical instruments. The MIDI is constructed 
to an industry standard so there already ex- 
ists a variety of synthesizers ready to plug 
into the ST’s. The ST machines have a built- 
in RS232C port for connecting modems (or 
Continued on page 39 
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The Name of the Game 


Jon Freeman 



Good games rarely happen by accident: they are planned — 
designed. Many games never reach the design or blueprint stage be- 
cause they lack a clear concept: a preliminary floor plan, as it were. 

Nearly all good games — and even most bad ones — start with an 
idea. Sometimes it’s no more than a visual gimmick — a rotating 
planet, say, or an odd way of changing colors — but few games are 
actually designed around so simple a device. The normal starting 
point is the subject of the game: taxes, the stock market, pirates, plane- 
tary colonization, pinball, war in space, war on the Eastern Front 
in WW II, war in the Age of Sail, dungeon exploration, fantasy chess, 
a repeatable murder mystery. 

Nowadays, publishers are looking for a high concept: na idea that 
is both simple and intriguing. Like a good ad, it should, in a few words, 
communicate its essence and immediately interest a game player 
— and buyer. “Computer pinball” is a high concept (at least if you’re 
a pinball fan). Alien Garden and Yar’s Revenge were not. 

A good topic (or high concept) is not guarantee of a good game: 
nor is it absolutely essential. Perfectly good games have been made 
of perfectly awful ideas, but why start with a handicap? It’s easier 
to do an interesting game about pirates than about a pencil factory. 

The Habitat of the Species 

Contrary to popular belief, good game ideas are not hard to come 
by. Aspiring writers are forever being urged to “write about what 
you know.” Similarly, game concepts are readily drawn from sub- 
jects you know or like. Eric Hammond turned his enthusiasm for 
basketball in general — and two of the sport’s premiere practictioners, 
in particular — into One on One. Bill Budge produced two successful 
computer games out of his fondness for pinball. Elements in games 
as disparate as Archon and Ultima were inspired by experiences in 
the Society for Creative Anachronism. 

Books and movies are, of couse, a gold mine of ideas. It’s a short 
step from old monster movies to the basic idea behind Crush, Crum- 
ble S' Chomp!. Consider using your favorite genre — mysteries, 
science fiction, historical romance, soap opera, whatever — as game 
material. On the other hand, if you can’t tell Robert A. Heinlein from 
Robert E. Howard, Glory Road from Damnation Alley, or Forbidden 
Planet from Planet of Horrors, your notion of a “sci-fi” game will 
probably make me gag. (Head for Hollywood, instead, where igno- 
rance of the field is not considered a liability, and turn your idea 
into a TV script.) 

Nor are you limited to generalities. You can’t very well steal your 
favority novel, lock, stock, and denouement (since authors are picky 
about things like that), and haven’t you ever thought about transplant- 
ing a favorite character from one book into the setting of another 
(e.g., Robinson Crusoe on Mars or A Connecticut Yankee in King Ar- 
thur’s Court)? Rewriting the ending? (Aren’t the best, most involving 
games rather like books with an infinite number of possible end- 
ings?) Writers have been making hay of this kind of thing for centu- 
ries: there’s no reason you can’t do the same. 

A primary source of good game ideas is an obvious — in most cases, 
too obvious —one: other games. No, I’m not suggesting cloning: I’m 
talking about inspiration, not plagiarism. 

Pick a few games at random, and play around with them in your 
head. If you spot a flow, “fix” it, and see what happens: if you find 
a feature or technique you really like, try to imagine it in a different 
game. Change the characters or setting: add features or expand the 


Stalking the Wild Concept 


context: reverse roles or goals: interchange parts from different 
games: add a computer element (not just an opponent) to a board 
game. Instead of picking up dots, put them (or something else: pipes, 
tracks, stripes) down, or have them change color or shape when you 
pass over them: instead of dying, have something else happen when 
you are caught by the computer’s icons, or chase them, for a change. 

These are elementary examples, commonly used, but most games 
stem from just such simple roots. Ka-Boom is obviously just Ava- 
lanche with personality, but what is Missile Command if not an 
elaborate version of the same basic principle with a change in plot 
and scene? Isn’t Defender (et al.) basically Space Invaders rotated 90 
degrees with the roles reversed? 

The principles are obvious, and with a little imagination you can 
certainly come up with something more novel and interesting. In 
fact, you must: many of the “easy” ideas are taken, and the market 
is more demanding than it used to be. 

The Observer Observed 

Fortunately, your game concept has to satisfy only two judges: (1) 
you and (2) everybody elsa 

Designing games should be as much fim as playing them, but nurs- 
ing one from concept to finished product is no easier than taking 
care of a newborn. If you’re not sold on the idea to start with, it will 
end up being worse than operating a drill press day after day. (Ac- 
cording to Dune, fear is the mindkiller: but so is drudgery.) If you 
don’t like what you’re doing, construction pays better (generally), 
and you can let the contractor worry about selling the finished 
product. 

Knowing whether anyone else will like your idea does not require 
consulting Jeanne Dixon. Except for gimmicks, which are almost 
impossible to evaluate (since nobody knows in advance whether hula 
hoops or pet rocks — or videogames with flying hamburgers — will 
sell), all that’s required is honesty and common sense. 

Bring Your Binoculars 

An amazing number of people who don’t know one end of a joystick 
from the other are convinced they can come up with the next arcade 
hit. This is unlikely. You are not going to come up with a good arcade 
game if you have no feel for what makes an arcade game good. On 
the other hand, if you play nothing but arcade games, text adventure 
fans will probably sneer at your first foray into “their” territory. If 
you don’t know the difference between a mongoose and a mangonel, 
or mustard greens ad mustard gas, you should not put much faith 
in that half-baked idea you had for an historical simulation. 

Popular taste is not all that difficult to gauge. When in doubt, meas- 
ure your latest brainstorm against such handy yardsticks as movies, 
TV, bookstores, magazine racks, and your last fifteen conversations. 
People are interested in sports and soap operas, cars and money, 
robots and flying saucers, fantasy and suspense: and the proverbial 
sex, drugs, and rock and roll are as popular as ever. The 30 Years’ 
War (the announced subject of SPI’s first computer game a few years 
back) is not a hot topic. As entertainment, most ‘ ‘educational games’ ’ 
rank just ahead of hunting whales, clubbing baby seals, and anorexia 
nervosa. If you can’t come up with any better ideas, get yourself a 
partner who can. 

Games are meant to be enjoyed. By people —lots of people, if you 
want to make lots of money. Remember, you don’t have to sell out, 
but you do have to sell. It’s the name of the game. 
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SUSPECT 


As told by Scorpia 


Come in, come in! My, you’re looking a bit 
tired today. It must be from all that hitchbik- 
ing you’ve been doing. Settle in, and Fred 
will pour out something refreshing for you. 
However, don’t get too comfortable; I’m 
afraid that you’re going to be busy again very 
soon. It seems you’re on the verge of being 
arrested for murder. 

It’s a little bit unpleasant being a Suspect, 
isn’t it? The pxjlice are busily collecting evi- 
dence against you, and you don’t have much 
time to prove your innocence Ah, but let’s 
go back to the beginning here, and take 
things one step at a time. 

It starts at a costume ball being held by 
Veronica Ashcroft on Halloween evening in 
the luxurious Ashcroft mansion. Mary- 
land’s high society has gathered for an eve- 
ning of fun and frolic, dressed in outlandish 
costumes, and seemingly without a care in 
the world. Of course, there are all sorts of 
things going on under the surface, and you, 
as a journalist, hope to pick up some choice 
bits for your paper. Murder is the last thing 
you’d expect here, so naturally one is com- 
mitted. . . and the killer has thoughtfully 
framed you for the deed. 

However, don’t panic (oops, wrong adven- 
ture!). With a little bit of help and some care- 
ful evidence-gathering on your part, we 
might get you out of this jam. For instance, 
have you noticed the weather? It’s a stormy 
night out therp with heavy rain falling (a per- 
fect night for murder). You might want to 
keep an eye on the weather from time to time 
during the evening; it could be useful later. 

Certainly, you will want to make a VERY 
thorough examination of the scene of the 
crime. Don’t overlook anything in the office; 
although an item might seem to be trivial, it 
may have an important bearing on the case. 
However, while Veronica may not look too 
pretty with your lariat wrapped around her 


neck, you really shouldn’t remove it. 

Talking to people is another good way to 
pass the time. Ask everyone you meet about 
everyone else; some interesting information 
can be picked up in this fashion. Of course, 
you’ll have to make some allowances for per- 
sonal prejudices, but generally, most of the 
people will be fairly honest with you. 

Speaking of the people in the game, you’ll 
notice they move around a great deal. This 
adventure has the most activity of any game, 
and you may get side-tracked into following 
harmless people to and from the bathroom. 
You have better things to do, so don’t waste 
time shadowing everyone; choose with care. 

One nice thing about being inside is that 
you can unlock doors and windows (no need 
to go hunting around for keys). Use this abil- 
ity to your advantage, and make sure you 
map the entire layout of the ground floor. 
Don’t worry about the upstairs; that’s not 
open to the public, and there is nothing im- 
portant up there. The outside is not impor- 
tant, either; the harn, while enticing, is 
locked up, and you can’t get in. 

Make sure you go into all the rooms. Some 
of them are empty, some have red herrings, 
but others contain important evidence (even 
if it doesn’t look important). You can’t afford 
to overlook anything; you MUST have all the 
evidence, or you won’t be able to get a con- 
viction. Also, from time to time, you might 
want to drop into the Ballroom for a few 
minutes, to see what’s going on there. Events 
are happening in this game, and timing is 
crucial. Being in the right place at the right 
time can open up new areas of investigation 
for you. 

Sooner or later, the body will be discov- 
ered (you may want to be on hand when 
Veronica is found), and the police sum- 
moned. Once this happens, you have to move 
quickly. The detective assigned to the case 
is not especially bright, but Sergeant Duffy 
is no fool. However, all your communica- 
tions with the police must be done through 
the detective, and he can be useful to you in 
having various objects analyzed (it’s amaz- 
ing how little interest he shows in your re- 
quests). That’s about all be’s good for, really, 
until the time comes to make the arrest. 

You will also need to present some evi- 
dence to him after he arrives (if you can find 
him; he moves around a lot, too). If you don’t 
give him some other things to think about, 
Sgt. Duffy will be after you with the hand- 
cuffs, and that will be the end of the game. 
While you’re at it, you might want to show 
some of the items you’ve found to several 
other people, too (before showing them to 
the detective, or you’ll never see them again); 
you may get some interesting reactions from 
them. 

Once the detective has some material that 
incriminates someone else, you can breathe 
a sigh of relief and continue collecting more 
evidence. At one point, it will be necessary 
to do a little breaking and entering, but don’t 
let that worry you; no one ever asks where 
or how you got your evidence (which is just 
as well). 


The end will come in the Ballroom. Even- 
tually the detective will make his way there, 
and just hang out, “weighing the evidence”. 
It’s up to you to tell him who to arrest; if you 
don’t, the game will simply go on and on in- 
definitely. Even though you have given him 
all the evidence necessary, he won’t take the 
initiative (some detective!). Remember he 
has to have ALL the evidence, or you won’t 
get a conviction. 

Now, for a final word (or several): the en- 
tire game hinges on a critical point. Until 
you have figured out what that is, you won’t 
get very far, because you probably won’t 
recognize evidence when you come across 
it. I’m not, of course, going to say what the 
critical point is; I’ll just tell you that seeing 
is not always believing. Strange things can 
happen on All Hallows Eve! Especially with 
a devious murderer running around! But 
I’m sure that, in spite of it aU, you’ll come 
through in the end (besides, I know you’ve 
always wanted a Pulitzer Prize!). 

Before closing up the Tale for this month. 
I’d like to answer some questions that keep 
{rapping up in the letters I get. These ques- 
tions are not related to solving adventures; 
rather, they are personal questions that some 
of the more curious among you ask from 
time to time. There are three of them that are 
asked the most, and they are: 

“Do you really play all these games your- 
self?” Yes! Each and every one of them, and 
others besides. Every game that has been 
covered in the Tale, I ’ve played through to the 
end. And I don’t use hint books of any kind. 

“I’m embarrassed to ask this but, err, are 
you male or female?" Amazing how often 
this one gets asked. So, for all of you who are 
wondering, I am very definitely female! 
(And those of you who sent letters with a 
heading of “Dear Sir” or “Dear Mr. Scor- 
pia”, don’t let it worry you! It’s happened be- 
fore, and I’ve learned to live wdth it). 

“How about doing a column on the (insert 
title) adventure game?” Well, I’d like to oblige, 
but I have to keep in mind the adventures 
that are popular, and have the widest distri- 
bution. From the letters alone, Infocom 
games are asked about the most, followed by 
the Ultimas. All other adventure games 
come in a very distant third. That’s why I 
concentrate on the Infocom games. Howev- 
er, if another adventure gets really popular. 
I’ll do a write-up on it. 

If you have an adventure game question or 
three (it’s perfectly all right to ask more than 
one question at a time!), you can reach mein 
the following ways: 

On CompuServe: GO GAM-310 
On the Source: SMAIL to ST1030 
US Mail (enclose a self-addressed stamped 
envelope): 

Scorpia 
PO Box 338 
Gracie Station 
New York, NY 10028 

That’s it for this issue; see you next time, 
and happy adventuring! 

Copyright 1985 by Scorpia, all rights re- 
served. 
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COSMIC BALANCE SHIPYARD DISKS 

Diskette #1 contains over 20 ships that competed in the First Annual CGW Cos- 
mic Balance Ship Design Contest. Included are the tournament winner: Avenger; 
the three judge’s ships: Blaze, Mongoose, MKVP6; and many more! 

Diskette #2 contains over 35 ships that competed in the Second Annual CGW 
Cosmic Balance Tournament. Included are the winner: Wisconsin; the three judges 
ships: Greenlaw’s Fleet, T.A.B., Judge and many more! 

These ships are ideal for the gamer who cannot find enough competition or 
wants to study the ship designs of others. SSI’s The Cosmic Balance game is re- 
quired to use the shipyard disks. 

PLEASE SPECIFY WHICH DISK (CB#1 or CB#2) AND WHICH MACHINE 
(APPLE, ATARI, C-64) WHEN ORDERING. $15.00 EACH OR $25.00 FOR BOTH. 

ROBOTWAR TOURNAMENT DISKS 

Diskette #1 contains the source code for the twelve entrants in CGW’s Second 
Annual Rohotwar Tournament. Diskette #2 contains the seventeen entrants in 
the Third Annual Rohotwar Tournament. Muse Software’s Rohotwar game is re- 
quired to use these diskettes. 

PLEASE SPECIFY WHICH DISKETTE WHEN ORDERING. $15.00 each or 
both for $25.00. 

LODE RUNNER DISK 

Our Lode Runner Disk contains over 50 entries that were part of our Lode Run- 
ner Design Contest. Here are more than 50 creative and challenging designs. Some 
are beautiful, some are devious, all are fun to play! 

WHEN ORDERING, PLEASE SPECIFY WHICH MACHINE (APPLE, ATARI, 
C-64, IBM). $15.00. 

Send orders to COMPUTER GAMING WORLD, Disk Order Dept., P.O. Box 
4566, Anaheim, CA 92803-4566. 


BACK ISSUES ARE AVAILABLE 

Send $3.50 per issue 

2.3 — Wizardry; Tactics in Eastern Front; Time Zone Interview; 
Voyager I; West Coast Computer Faire Photos; Long Distance Gam- 
ing; Jabbertalky; Baseball Tournament Results; Olympic Decathlon; 
Lunar Lander(TRS-80); Swashbuckler; Silicon Cerebrum; Atari Ar- 
cade; Writing For CGW; and more! 

2.5 — Labrinthine (fiction); Software Piracy; Starblazer; Galactic 
Gladiators Review and Scenario: Atari— Exploring the Human Con- 
nection; Guadalcanal Campaign; Robot Tournament; The Road to 
Gettysburg; Gytron Masters; Starship Commander Notes; Invasion 
Orion; and morel 

2.6 — History of a Wargame Design; Japanese Strategy in Guadal- 
canal Gampaign; Four For The Atari; Eastern Front Scenarios; Star 
Maze; Legionnaire: Gytron Masters Upgrade; Apple to Atari; 
Andromeda Conquest; Torpedo Fire Scenarios; Beyond Sargon II; 
and more! 

3.1 — Test Pilot (fiction): Serpentine; Cosmic Balance; S.E.U.I.S.; 
Armor Assault; The Arcade Machine: The Atari Arena; The Learn- 
ing Game; INDEX; and more! 

3.2 — Computer Games in 1983; Cosmic Balance Tactics and Ship 
Design: Zork! Overview; Ultima II; Millionaire; Rohotwar Tourna- 
ment Results; Mockingboard Sound Board; Epidemic; Game Rat- 
ings; and more! 

3.3 — Close Assault: Computer Ambush; Adventure Game Gontest; 
Pinball Construction Set; Germany 1985; Galactic Attack; Two Com- 
puter Baseball Leagues; Chess 7.0; 100 games rated; and more! 

3.4 — Suspended; M.U.L.E.; Battle for Normandy Strategy; Ser- 
pent’s Star Hints; Cosmic Balance Contest Results; Knights of the 
Desert; Galactic Adventures; Computer Golf!; Bomb Alley: Game 
Ratings: and more! 

3.5 — Electronic Arts; Gombat Leader; Archon; Lode Runner; TAG; 
Paris in Danger; Boardgamer Meets Computer; Cosmic Balance H; 
Delta Squadron; Zork HI Tips; and more! 


3.6 — Ultima III; Operation Whirlwind; Reach for the Stars; Legacy 
of LLygamyn; Broadsides; North Atlantic ’86; Zork II Tips; and 
more! 

4.1 — Murder on the Zinderneuf; Carrier Force Overview and Play 
Tips; Titan Empire; Grey Seas/Skies and Fall Gelb; Ringside Seat; 
Tournament Golf; Professional Tour Golf; NATO Commander; Ge- 
opolitique 1990; M.U.L.E. Strategy; Knights of the Desert Strategy; 
Zork I Tips, and more! 

4.2 — Chris Crawford on Computer Game Design; Goren’s Com- 
puterized Bridge; Carrier Force— The Fog of War at Its Foggiest; 
DIRECTORY OF GAME MANUFACTURERS; 3rd Annual Robot- 
war Tournament Results; Live Sci-Fi Gaming; M.U.L.E. Designer 
Notes; Starcross Tips; Parthian Kings, and more! 

4.3 — Seven Gities of Gold — View FromPlaytester; Universe— Two 
Reviews; Mig Alley Ace; Questron; Tycoon and Baron; A Broad- 
sides Replay: Chancellor of the Exchequer; Enchanter Tips; Chil- 
dern’s Games— A Shopping Guide; Under Southern Skies; Ghivalry, 
and more! 

4.4 — Jupiter Mission; Fifth Eskadra; Excalibur review and Design- 
er’s Notes; War in Russia; President Elect and 1984; Lode Runner 
Contest; Fighter Command; Galactic Gladiator Scenarios; Flight 
Simulator II and Solo Flight; Grypt of Medea; Sorcerer Tips, and 
more! 

4.5 — Staying Alive in Wizardry; Adventure Gaming Conference; 
CGW Baseball League; The Computer as Opponent; Sundog review; 
CGW Computer Game Conference; Road to Moscow review; Strate- 
gy Game Tips; Deadline Tips; 7 Cities/Gold Designer’s Notes; Rails 
West, Game Ratings, and more! 

4.6 — Garrier Force Replay; When Superpowers Collide; Mail Order 
Games; Panzer-Jagd review; More Galactic Gladiator Scenarios; Cut- 
throat hints; Should You Turn Pro?; Dreadnoughts review; F-15 
Strike Eagle review; and more! 

5.1 — War in Russia Replay (Ptl); Hitchhiker’s Guide to the Galaxy 
(2 articles); A Software Agent Looks at the Industry; Breakthough 
in the Ardennes Designer’s Notes; Gulf Strike; Cosmic Balance Con- 
test Results; Clear for Action; and more! 
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LETTERS (cont.) 

each state, and much more color variety (right now I ha\« 25 colors— 6 
shades for up to four candidates, plus the white undecided). 

• Overhauhng of the entire campaign process, completely de- 
emphasizing campaign finances, which are almost irrelevant anyway 
in a national race, and concentrating more on which issues to stress, 
how positive or negative the campaign rhetoric will be, and voter 
blocs (abstractly). Additionally, incentives will be added to states 
which are pretty much decided one way or another, thus preempting 
(I hope) Verdun-like struggles for key states (it’s unrealistic as hell 
to visit California ten times each week for several straight weeks, 
yet, this type of thing happens, often in the industrial Midwest). I 
am going to try to include, albeit abstractly, the indirect effect of con- 
gressional races ... 

• Scrapping the debate routine and starting over, adding graphics 
for immediate feedback on points scored or opponent’s points neu- 
tralized, elapsed time, and a large variety of attacking or defensive 
debating strategies (with a running clock, so you’ll need to think fast). 
Further, a variety of debating formats. 

• A multitude of available data, so you can take as long as you like 
to craft an “ideal” (no such thing) strategy. . . including primarily 
a host of polls on who’s ahead and how people feel about various 
things (candidate credibilty, strength on particular issues, opinions 
on who won recent debates, etc). 

• Scenarios from 1900 - 1988, with an improved way of determin- 
ing conservative vs. liberal ratings (again, using graphics), and issues 
pertinent to the election being recreated. By the way, debate questions 
will also be pertinent, though there will be no debates prior to 1960 
scenarios. 

• Layered rules; in other words, the option to add or delete time- 
consuming chrome features. 

• Slightly improved election night routine. Obviously, faster. Also, 
one where you don’t need to press any keys unless you want to key 
in on a particular state...the whole thing will run until someone wins 
(which won’t take so long unless the players choose the slowest 
option). 

• Better documentation. . . this is key. The original rules were 
slapped together in about two nights, believe it or not, and my “rough 
draft” was printed with almost no editorial changes or comment! 
I’ll be more careful next time! And less coy about how things work. 

• Optional printouts of virtually everything except graphics. I 
received several requests for this. . . 

So as you can see. I’ve got a pretty nice package in mind, certainly 
a two-sided disk and possibly requiring 64K and (maybe as an option) 
two disks, one for game data— polls and stuff eat up RAM and SSI’s 
disks are, due to write-protection, read-only, so the data has to go 
somewhere. 

Thanks again for your remarks in the January issue; it may make 
me a few bucks and, more importantly, build up my prestige. . . do 
you think I should send your comments to Jesse Helms? 

Nelson G. Hernandez 
Ed.; You would not want to forward any comments we might have 
for Jesse Helms. 

Seriously, we DO have a suggestion for PE that we feel strongly about. 
We would like to be able to play PE without the onus of incumbancy. 
If you added an option that would disenable the formulas that figure 
the advatage/disadvantage of the incumbant party or candidate, play- 
ers could compete directly with each other. They set themselves up 
as the candidates (through your political rating routine) and each stand 
a more equal chance of winning (since the question of incumbant party 
would not be in the way]. We realize this would not be as historically 
accurate, but then again, how many of our readers will actually run 
for president? 



CROWTHERS & WOODS 

Dear Editor 

The “Commodore Key” column in your December issue made the 
mistake of most chronicles of adventure’s history— the assumption 
that Crowther’s inspiration for the first adventure game was Dun- 
geons & Dragons. While researching a book on the subject last sum- 
mer, 1 spoke with Crowther and Woods. Crowther said he wrote the 
original version in 1967 or ’68 (he didn’t remember exactly), which 
predated Gary Gygax’s role-playing game by several years. 

Interestingly, Crowther says he did previously play a game with 
a similar theme, Mirkwood (named for a locale in J.R.R. Tolkien’s 
Lord of the Rings. It was devised by a friend and never available com- 
mercially. An amateur spelunker, Crowther was also influenced by 
his experiences mapping Kentucky’s Mammoth Cavern for the Na- 
tional Parks Service. (Now you know why caves and the need for 
map-making are so common to adventuring.) He wrote the game “to 
entertain my children” while working at a research firm in 
Cambridge. 

Don Woods says he never played Dungeons and Dragons until after 
rewriting and expanding Crowther’s game around 1975. He’s now 
at Xerox’s Palo Alto Research Center. 

The book — From Apshai to Zork: The Legend and Lure of Computer 
Adventure Games — will be published by Simon & Schuster this 
spring. I’ve also enclosed acopy of QuestBusters, my monthly news- 
letter devoted to adventures and role-playing games. 

Shay Addams 

Ed. Note; “QuestBusters, The Adventurer’s Newsletter” is a 12 page 
monthly newsletter apparently produced on a Macintosh, At $15.00 
for twelve monthly issues, the price is a bit steep. However, Addams 
seems to know his subject and a lot of information is contained in each 
issue. For information on QuestBusters, contact The Addams Expe- 
dition, 202 Elgin Court, Wayne, PA 19087. 


NAPOLEON 
AT WATERLOO 



Relive this classic battle, as you lead the French 
against the combined strength of the British and 
Prussian armies. The crisp graphics and simple to 
use command system make this real-time game a joy 
to play. A must for anyone interested in Napoleonic 
Warfare. From the makers of Rome and the Barbarians. 
NAPOLEON AT WATERLOO 
on 32K cassette and disk for ATARI 
computers $34.95 Dealer Inquiries 

(Kansas residents add $1.75 sales tax) Invited 

"“KRFNtfk mrwAifF 

P.O. Box 3372 (913) 362-9267 Kansas City, KS 66103 
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KAMPHGRUPPE (cont.) 

I happen to like the German Panther and 
Tiger Tank. If I wished to play a game which 
used both the Tiger and Panther tank I 
would set up a scenario in which I was the 
German player, in a German assualt, in 
Late-43, with a Panzer force. From the 
weapons list I would then chose the Panzer 
to get the Panther tank and the Heavy Panzer 
to get the Tiger tank. Additionally, I might 
add some tank destroyers or recon units. A 
little hint here. If you chose an Engineer 
company the troops will be armed with 
Flamethrowers, which make an excellent 
anti-tank weapon. The variety of combina- 
tions is endless and if you get tired of Ger- 
man forces then you can let the computer be 
the Germany and you take the Soviet side. 

DEPLOYMENT 

After selecting the parameters, the game 
will move into a one-time Deployment 
Phase. I usually start this phase by scrolling 
around the map and getting a general idea 
of the terrain. If I don’t like the terrain, then 
I may change it by replacing existing terrain 
with what I want. If I had used the auto- 
deploy feature then my units would already 
be deployed on the map and trucks would be 
loaded with infantry and weapons. By not 
using auto-deploy then I would determine 
the starting locations and load the trucks 
myself. When completely satisfied with map 
and forces, I then exit the Deployment Phase 
and the game begins by setting a visibility 
level and moving to the first players Orders 
Phase. 

ORDERS 

In KG, orders may be given from the “Map 
Mode” or the “Units Mode”. There are 22 
unit mode orders available. Some of the ord- 
ers are only for individual units while others 
may apply to the entire combat formation. 

COMBAT 

To give you an idea of Combat in KG I 
would like to do a short re-pl^ of a scenar- 
io in which I played the German and the 
computer was the Soviet. The battle was a 
meeting engagement, in late-43, with a Pan- 
zer force. I chose the late-43 time frame be- 
cause the Germans had the Panther medium 
tank which the Russians had not yet coun- 
tered. .8 (Ed. note to author; You bully!) I 
chose a force consisting of two Panzer com- 
panies, one tank destroyer company, and one 
recon company. I saved 6 selection points 
which gave me some victory points. The ob- 
jective of the meeting engagement was a 
road, flanked by woods, with some hills 
nearby. 

The computer gave me the usual “A” com- 
bat formation with headquarters, trucks, 
Hummel artillery, Wespe artillery, 88Flak 
anti-tank guns, and a SIG33 assault gun. My 
“B” formation was a Panzer company of PZ- 
IVG Tanks, with 0 as the Headquarters and 


1 thru 3 as the individual units. I had a total 
of 16 PZ-IVG Tanks. I had chosen to play a 
small battle. If I had chosen a large battle I 
would have had twice as many Tanks. My 
“G” formation turned out to be the Panther 
Tanks. My “D” Formation was the tank- 
destroyers and the computer gave me Mard- 
ers. I changed those for Nashorns with their 
longer range and higher penetration rating. 
My final unit was “E” with my SK231 ar- 
mored cars. They represented my recon 
ability. 

I was later to find out that the Russians 
had chosen the KV-IC as their heavy tank 
and the T34/76C as their medium tank. They 
also had some T-70 tanks, some heavy ma- 
chine guns, some 76 anti-tank guns, some 
82mm mortars, and some infantry. After 
deployment, the battle was on. 

My initial move orders required three 
turns to achieve and I encountered no ene- 
my units during the movement. My initial 
placement involved putting the artillery and 
headquarters units on the top of a hill just 
Northwest of the objective square with the 
remainder of the force on lower levels of the 
hill. The soviet forces became visible on turn 
four as they emerged from the woods and at- 
tacked my hill positions. The computer had 
made a mistake in bringing its forces out of 
the woods too far from my position. My ar- 
tillery opened up and I had set the Panthers 
to maximum range so they started firing 
also. By the time the T34’s had closed to 
range, they were already hurt. My artillery 
and Nashorns were able to supress the larger 
Russian tank forces thereby reducing there 
search and hit capability. At one point a 
company of 10 T-70’s rushed my 88Flak 
guns. My guns took their toll but the tanks 
were able to get all 8 of my 88’s. By turn 20, 
I had reduced the Russian force to one heavy 
machine gun, a few 76’s, and an 83 milli- 
meter mortar. I had lost the last of my PV-IVG 
tanks to an ambush by the Russian 76’s. The 
armored cars, and most of the Panthers were 
also smoldering wrecks but I inflicted more 
damage than I took and the computer 
declared me to be the winner. 


SUMMARY 

At $59.95, KG is on the expensive side, but 
it is well worth the cost. The computer in- 
telligence seems good when on defense or 
pursuit but it’s single minded desire to de- 
stroy the enemy makes it easy prey in a com- 
puter assault scenario. 

SSI tells us that they are currently testing 
a new game based on the KG system which 
would involve combat on the Western 
Front. I will be watching for that one. 

Ed. Note; Feedback from some of our read- 
ers indicate that this could become SSI’s most 
popular game to date. Beyond the Western 
Front game to which Mr. Bausman refers, SSI 
is also working on a modern armor game 
based on the Kamphgruppe system. It looks 
like Gary Grigsby has given us another 
winner! 


WAR IN RUSSIA (cont.) 

what (if anything) I accomplished in the sec- 
ond half of our game. Well perhaps a few ex- 
erpts from my official War Diary will give 
you an idea: “attack from Bryansk gets six to 
one odds but doesn’t force a retreat.” “north- 
east of Bryansk, a 5:1 does nothing.” “North 
of Stalino, I get 10:1 odds but the defenders 
are just one cavalry division.” “Near Rzhev, 
a 3:1 gets nothing.” “TWo 5:1 attacks, but nei- 
ther takes a hex.” It goes on and on like that. 
It was perhaps not all that bad, and we did 
manage a few interesting things, but most of 
my attacks did not capture hexes. A prime 
reason for this was the “entrenchment tech- 
nique” which Kirk used; the other reason 
was Kirk’s able generalship and his ability 
to predict from turn to turn where the 
weight of my attacks would fall. The “en- 
trenchment technique”, as Kirk explains it 
to me, involves using a very weak unit behind 
your front line. As this unit just sits there in 
supply from turn to turn, it will be able to en- 
trench to higher and higher levels. When the 
front line is pressed, a good unit can move 
in with the skeleton unit. Then, when all of 
the good divisions are transfered into the 
skeleton unit, they automatically have the en- 
trenchment level of the unit into which they 
moved. Kirk basically keeps a small fraction 
of his army constantly busy digging enough 
trenches for all the rest of his army. I never 
seem to attack a hex that is not well en- 
trenched. And you don’t know frustration 
until you’ve tried to knock the Russian army 
out of their trenches! 

TYenches and initiative; these are the two 
concepts of WIR which have made lasting 
impressions. You may remember that the 
first installment of our story ended with a 
German advance of two hexes by an ar- 
mored unit to a spot northwest of Voronezh. 
I also had an infantry unit advance one hex 
so that the armor was in contact with the rest 
of my forces. Well, on llirn Five, the com- 
puter made Kirk the “first player” in the tac- 
tical movement segment. (Each turn, there 
is a 5-10% chance that the Russians will 
move first in the turn, with the chance in- 
creasing as the war progresses). Tirn Five 
just happened to be one which was selected, 
and so Kirk’s forces were moved first. He at- 
tacked the infantry unit behind my armor 
and forced it to retreat; this put my armor out 
of supply and isolated. Further, I had plotted 
a one hex retreat for my armor to join the in- 
fantry unit, as I felt that the armor was too 
exposed and wanted to reinforce the infan- 
try behind it. Instead of joining my infantry, 
my armor unit found itself attacking the Rus- 
sians which had just cut it off. The attach 
was resolved at one-to-one odds and, of 
course, did not move the Russians; this was 
not at all how I had planned for things to go 
on this turn! I am not sure what can be done 
about the initiative question, I guess that the 
moral is just that the Russians will be given 
the first move only whenever it can do you 
the most harm (this was the only turn in our 
game for which they received the first move). 
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'I\irn Six was spent getting my cut off ar- 
mor back in touch with my forces. They 
came through the ordeal at about 70% 
strength and about a 40% fatigue level. That 
was better than I had feared they might suf- 
fer, and this was because we got them back 
in supply quickly. Hirn Seven marked the as- 
sault on Rostov which captured the city. Kirk 
had put hardly anything there, and we took 
it easily at 8:1 odds on our first assault. Kirk 
obviously hoped that I would pursue a 
southern strategy, and presented a very weak 
front down there while building reinforce- 
ments north of the Donets between 
Voronezh and Stalingrad (poised to cut off 
my advance). Actually, I consider it a major 
accomplishment that I resisted the tempta- 
tion and maintained my force almost com- 
pletely in supply throughout the game. It 
would have been very easy to follow the 
historical path of easy initial victories and 
advances into that southern wasteland. 
Within the time frame of thirteen turns, my 
position might have looked very good, but 
mortgaging the future of the Third Reich to 
look good in October did not seem like the 
right way to play it. 

liirns Eight through Twelve had quite a 
bit in common. They all had three to five 
German attacks at various points from the 
north-center (Rzhev) to the south-center (be- 
tween Voronezh and Rostov). We averaged 
one or two hexes captured each turn, but all 
of the Russian positions had been backed up 
by units on entrenchment duty, and there- 
fore the Russian line was never in danger of 
any large scale breach. A few of our attacks 
were not well considered and resulted in low 
odds, but the majority achieved between 2:1 
and 7:1 odds. Unfortunately, entrenchments 
reduced not only the chance of a retreat, but 
also the defender’s casualties, so that I can- 
not be certain as to how the balance of the 
losses were going. 


I did get one breakthrough, but it occured 
on the last turn that we played. After the 
game, Kirk explained why he wasn’t too con- 
cerned about it, and I am inclined to agree 
that it did not amount to much of a threat. 
Still, it was nice to see an attack north of 
Kursk get 7:5:1 odds and take a hex. Then, 
both of my attacking armor units advanced 
and made second round attacks to the north. 
They attacked one of the few hexes which 
had yet to be “pre-entrenched”, and got a 
16:1 attack which cleared a second hex into 
which they both advanced. This put them 
only two hexes south of Moscow, without 
any entrenched hexes in front of them. Un- 
fortunately, they were not connected to the 
rest of my line, and they had sliced between 
two very strongly held Russian hexes. That 
left two strong forces on the flanks of my ad- 
vanced, all set to close around me. What 
would have happened is anyone’s guess, but 
somehow I doubt that I was suddenly on the 
way to a quick and easy victory! 


ATARI (cont.) 

other special device). This feature has been 
standard on business micros for several 
years. For on-line gamers, this means one- 
less interface device to purchase. There’s 
also a built-in prallel interface port for out- 
put to a printer. 

Now, how much would you pay for a com- 
puter with all of these features? But wait, 
there’s more. . . 

A disk drive port for plugging in 3.5 inch 
disk drives for disks that can store up to 
500K. 

A hard disk interface port (to connect to 
the new Atari 10 megabyte hard disk drive). 

A TV modulator and monitor jack. 

A color, high-resolution monitor jack 
(R.G.B. Analog) 

A monochrome high-resolution monitor 
jack 

A keyboard that features an eighteen key 
numeric keypad, editing keys and ten func- 
tion keys. 

Built-in BASIG or Logo. 

The announced price forthe 130ST is less 
than $399 and for the 512K less than $599. 
Even though these prices do not include a 
monitor or disk drives, they do seem so in- 
credibly low that one must ask if Atari can 
deliver the ST’s at anywhere near the price. 

After that, the question that faces every 
new computer announcement must be 
raised: will third party developers create 
software for the new line? Perhaps, since the 
ST’s and the Mac use the same central 
microprocessor (the Motorola 68000), de- 
velopers will try to serve both markets at 
once (just as many create Atari, Gommodore, 
and Apple versions of the same program 
since all three use a version of the 6502 chip). 
What About The One I Just Bought? 

If you have recently invested in one of the 
Atari XL computers, you may be disappoint- 
ed to learn that the new ST line is NOT com- 
patible with the 400/800 or the XL’s. 
However, if you are familiar with the ques- 
tionable “success” of the Apple III, which 
has an emulation mode to allow it to run Ap- 
ple II software, you might reach the same 
conclusion that I have that “maintaining 
compatibility” is a good way of hamstring- 
ing the new computer’s design and of telling 
third party software developers that there 
is no need to design software for the new 
machine. 

Just because the new line is not compatible 
with the old one does not mean that Atari 
is abondoning those of us with heave invest- 
ments in our Atari computers. Atari will 
continue its family of 6502-based 8-bitters 
with the new 65XE and 130XE personal 
computers. Atari says the XE’s are lOtycom- 
patible with the 400/800, 1200XL, and 
600/800XL computers. (This is an interesting 
claim since these computers are not even lOty 
compatible with each other). However, a 
great degree of compatibility is likely, since 
first analysis indicates that the 65XE is es- 
sentially an 800XL in a new case. 

The 65XE will reportedly sell for about 
$120 — the same low price as the 800X1.,. 


And, the 130XE, which is basically an 800XL 
with 128K RAM, will sell at an especially at- 
tractive price —under $200. 

In addition to 65XE and the 130XE, Atari 
has announced the 65XEM and a B5XEP 
personal computers, plus a variety of 
printers (dot matrix, color, and daisy wheel) 
and an 80 column color monitor that will 
be compatible with all Atari 8-bit computers. 

The M in the 65XEM stands for Music. 
The machine is billed as a super music mak- 
er that you will be able to hook-up to your 
audio system. This machine will have 64K 
RAM, eight independent voices, and 
changeable music features. The output from 
the special chip in the XEM is supposed to 
be virtually indistinguishable for music 
made by acoustical musical instruments. 
Whether games will be created to take spe- 
cial advantage of this machine will probably 
depend a lot upon third party developers. 

The 65XEP portable is designed with a 
shoulder strap, a built-in 3 1/2 inch disk 
drive, and a built-in 5 inch monochrome 
monitor. The suitability of the XEP for 
“games on the go” is questionable, given the 
tiny size of the monitor and its lack of color. 

Finally, to help us keep everything straight 
when it comes to buying peripherals and 
software. Atari is color-coding everything 
and supplying wallet-sized reference cards 
for in-store shopping. The XE line will be 
red; the ST will be blue. This strategy is un- 
doubtedly aimed both at aiding consumers 
and at convincing retailers that consumers 
will be able to come in and accurately select 
appropriate hardware and software without 
the need to talk with a knowledgeable 
salesperson. This is important, as many 
general merchandise and discount depart- 
ment stores (like Penneys and K-Mart) have 
been stung by their inability to move com- 
puter goods which require a knowledgeable 
sales staff. These retailers are now shy (or 
at least, a little bit wiser) when it comes to 
carrying a new line of personal computers. 

The Future 

As for the XE’s: Atari’s announcement to 
stick with us is perhaps the best news of all. 
In case you haven’t noticed, lately more and 
more third party manufacturers have slowed 
development of software for the Atari com- 
puter, fearing that it was about to take a cot- 
tage by the sea with the Texas Instrument’s 
99/4A and Goleco’s Adam. News that Atari 
is fully supporting its old line may give some 
of the wary game developers the impetus to 
jump back into Atari’s software market. Let’s 
hope so. 

As for the ST’s, if the Atari can produce 
the ST’s with all the features that they an- 
nounced, and if the new machines aren’t 
plagued with hardware bugs and glitches, 
and if retailers carry the line, and if the price 
is as low as Atari says it will be, and if third- 
party manufacturers develop software for it, 
and if we consumers (gamers and non- 
gamers) buy the ST’s, then Atari may sur- 
vive. And, maybe, just maybe. Atari will re- 
gain its position as the leader in the world 
of computer gaming. 
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There were 336 RIDs turned in by press 
time for this issue. 

Newly rated games and updated game rat- 
ings are listed with bold type in the table 
on page 46. The breakdown buy machines 
was: Apple — 40%; Atari — 37%; C-64 — 
20%; IBM— 3%. 

GAME RATINGS 

The Game Ratings Table includes games 
evaluated by our readers. For a game to be 
included in this listing it must first have 
been offered for rating in our regular R.I.D. 
rating system. Games offered for evaluation 
are those covered in the magazine, those 
having a good sales record during the time 
of evaluation, or those which were previous- 
ly rated and we think need updating. Once 
offered for evaluation, the game must have 
been evaluated by a sufficient number of 
readers to be included in the results. Any 
game not evaluated by at least 10% of tbe 
respondents was not included in the results. 

Games were rated on a scale of 1 (terrible) 
to 9 (outstanding). Respondents were asked 
to consider sucb things as PRESENTA- 
TION (graphics, sound, packaging, 
documentation); GAME DESIGN (design, 
playability, interesting?); LIFE (does the 
game wear well?) 

MAJOR OVERHAUL OF R.I.D. IN 
PROGRESS 

A major overhaul of our R.I.D. rating sys- 
tem begins with this issue. Some of the 
games on the R.I.D. chart are old and out 
of date. Others have not been rerated for a 
long time. So the first step in our renovation 
is to re-rate a lot of the old games and drop 
a lot of others from the list altogether. The 
R.I.D. results on page 46 are the last ones 
to appear under our old system. 

The renovation will be in two phases. 
R.I.D. #19 institutes phase one. We are ask- 
ing you to re-rate a large number of games 
that are already on the list but need updat- 
ing. At the same time we will delete a num- 
ber of old games from the next listing of 
R.I.D. in June-July. 

In phase two, we will be creating a data- 
base of all past R.I.D. scores that will be up- 
dated each time a game is re-rated. The 
resulting score will be a composite of that 
game’s performance over all R.I.D. ratings, 
not just the current rating. We feel forced 
to do this in light of recent wide fluctuations 



in scores of several re-rated games. We feel 
this composite score will give you a more 
accurate appraisal of the game’s value (larg- 
er samples make for more accurate results). 

RID #19 (Use card provided) 

On this page a number of games are listed 
for evaluation. Use the guidelines above for 
game evaluation (i.e. PRESENTATION, 
DESIGN, LIFE). For each game you rate, 
place a 1 through a 9 next to the appropriate 
number. Leave blank any game which you 
have not played enough to have formed an 
opinion. 

PLEASE MAIL RID #19 CARD BEFORE 
MAY 10, 1985. 

GAMES 


1. Carriers At War (SSG) 

2. Ultima III (Origin) 

3. Wizardry (Sir-tech) 

4. Field of Fire (SSI) 

5. M.U.L.E. (EA) 

6. F-15 Strike Eagle (Microprose) 

7. Seven Cities of Gold (EA) 

8. Hitchhiker’s Guide Galaxy (Infocom) 

9. Archon (EA) 

10. Blue Max (Synapse) 

11. War In Russia (SSI) 

12. Carrier Force (SSI) 

13. Breakthru Ardennes (SSI) 

14. Fighter Command (SSI) 

15. Guadalcanal Campaign (SSI) 

16. North Atlantic ’86 (SSI) 

17. Operation Whirlwind (Broderbund) 

18. Southern Command (SSI) 

19. Legacy of Llygamyn (Sir-tech) 

20. Olympic Decathlon (Microsoft) 

21. Geopolitique (SSI) 

22. Sundog (FTL) 

23. Combat Leader (SSI) 

24. Infidel (Infocom) 


25. Knight of Diamonds (Sir-tech) 

26. Deadline (Infocom) 

27. One on One (EA) 

28. Sorcerer (Infocom) 

29. Cartels and Cutthroats (SSI) 

30. Lode Runner (Broderbund) 

31. Planetfall (Infocom) 

32. Computer Baseball (SSI) 

33. Pursuit of Graf Spee (SSI) 

34. Flight Simulator II (SubLogic) 

35. Battle for Normandy (SSI) 

36. Universe (Omnitrend) 

37. Computer Ambush (SSI) 

38. Fortress (SSI) 

39. Germany 1985 (SSI) 

40. Questron (SSI) 

41. Ultima II (Sierra) 

42. Archon II (EA) 

43. NATO Commander (Microprose) 

44. Reach for the Stars (SSG) 

45. The Cosmic Balance (SSI) 

(Make another row of numbered 
spaces) 

46. Broadsides (SSI) 

47. Knights of the Desert (SSI) 

48. Eastern Front (2nd ed.) (Atari) 

49. Murder on Zinderneuf (EA) 

50. Robotwar (Muse) 

51. Suspended (Infocom) 

52. Bomb Alley (SSI) 53. Fifth Eskadra 
(Sim. Canada) 

54. Gulf Strike (AH) 

55. Rails West (SSI) 

56. Legionnaire (AH) 

57. Mig Alley Ace (Microprose) 

58. Grey Seas, Grey Skies (Sim. Canada) 

59. Clear for Action (AH) 

60. Enter the number(s) for the computer(s) 
you own; 1 = Apple; 2= Atari; 

3 = C-64; 4 = IBM; 5 = Other. 

Use remainder of card for letters to the edi- 
tor. If you write a letter to the editor, please 
include your name and address. Although 
we cannot respond personally to all your let- 
ters, they are valuable tools for us in evalu- 
ating what you, the readers, want. 


NOW IN 
SOUTH 
COAST 
PLAZA 


G/^M€SMI\hSHIP 

Largest Selection of 
Computer Game Software 
... Anywhere 

• Arcade •Adventure • Strateg'y 


3333 BRISTOL ST., COSTA MESA, CALIFORNIA 92626 (714) 557-2447 


Moil & Phone 
Orders Accepted 
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/ OH NO, NOT AGAIN./ 






J 

JLf you took all 
the hours spent 
by all the people 
who’ve played 

Archon and put 
them together, there’s a 
good chance it’d amount 
to more human effort 
than it took to 
put a man on 
the moon. 

What does 
this mean? Is it a good 
thing? And why, in light of this, did 
the people pictured here decide to 
issue a scorching sequel named 
Archon II: ADEPT? 

For starters, we don’t really know 
what it means. Except that a lot of 
people who had a pretty gcxxl time 
with Archon are about to get more 

of what they like. And people 
who’ve yet to experience the 
best-selling, award-winning, 
BasiET knuckle-whitening onginai 

have two good things coming 
their way. 

Point two: If there’s a moral issue 
here, we see it this way: A wise man 
once said, “I ain’t never had too much 
fun’.’ We agree. And we think that 
once you get your hands on Archon II: 
ADEPT you’ll see his point. 


and Water. The 
role of magic is 
greater. The strat- 


The ADEPT . 

Thin3?ra egies are deeper. 


The ADEPT 


Jon FreeTTian, Paul Reiche III and Anne Westfall created Archon , the 1983 "Game of the Year" according 
to Softline and Creative Computin g. Recent evidence, hoivever, indicates they u>ere not satisfied u^ith this. 

Now for the third question. Why 
a sequel? Well, there are sequels and 
there are sequels.The good 
ones happen because people 
just haven’t had enough of 
a good thing. Obviously 
we’re here to tell you that Archon II: 

ADEPT falls into the right category. 

Where Archon took inspiration 
from chess, fantasy role-playing 
characters and arcade 
combat, ADEPT comes 
more from a world of 
its own making. Like 
Archon, it pits the forces 
of gcxxl against those 
of evil. But in place of 
the chessboard motif 
there is a map of ele- 
ments — Earth, Air, Fire 


Things move faster. And 
the hidden algorithms that 
control the computer’s play 
are considerably smarter. 

Having already spent 
the better part of a month 
playing ADEPT (in order to write 
this ad, of course), we’re quite confi- 
dent it will seduce you tcx). 

And if, by some strange chance, 
there is a parallel universe in which 
computer simulatiorrs come to life, we 
are confident that a large part of its 
population has Jon Freeman, Paul 
Reiche III and Anne Westfall to thank 
for their brief and miserable existence. 


ARCHON ■&. ADEPT' 


from Electronic arts" 
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MACHINE REQUIREMENTS: Archon is availaWe on the Apple II. II + . He & lie, IBM-PC, PCXT & PCjr, Commodore 64 and Atari. Archon II. ADEPT is available on the Commodore 64 arxl Atari. 

Arefum and Archon II ADEPT are registered trademarks of Electronic Ans, Inc Atari is a trademark of Atari Computer Corp. Apple is a trademark of Apple Computer Corp. Commodore is a trademark of Commodore Business Machines. Inc. IBM 
is a trademark of Intematiimal Business Machines, Inc. For a free product catalogue, send a stamped self-addressed #10 envelope to Electronic Arts. 2755 Campus Drive. San Mateo. CA 94403. 













^ The best of both worlds... 


coast-to-coast telecommunications 
AND real-time graphics! 


% 






COMMODORE KEY (cont.) 

profitable success are clones of the original 
game which are usually less of game, less 
of a success, and certainly of less value to 
the buyer who thinks he is getting just as 
good (or better) according to this new game’s 
advertising, but for a lower price. Buyer 
beware! 

However, sometimes there comes a game 
that truly expands on the originality of the 
first and adds a significant number of addi- 
tional new features that make this game, 
though similar to the first, worthy of con- 
sideration and buying. A recent example of 
this game is WIZARD, from Progressive 
Peripherals nd Software. (It’s a small com- 
pany, so you will not see the game in many 
large mass-marketing stores.) 

WIZARD has great similarity to one of my 
all time favorites. . . JUMPMAN. It has lad- 
ders and ropes and moving objects to avoid. 
The wizard runs, jumps, claims and falls. 
You have 40 screens at different selectable 
or random levels of play. And now for the 
extras. . . the wizard has two possible objec- 
tives on each screen. He can gather three 
types of treasure items (like the Jumpman 
bombs) for points or get a key and take it to 
a lock, allowing you to go to the next screen. 
This latter action will give you bonus points 
for early completion of the screen. Once you 
get the key, the wizard is given a certain num- 
ber of spells (FREEZE, FIREBALL, INVISI- 
BILITY, TRANSPORTABILITY, etc.) These 
can be used against the various things that 
keep you from easily gathering the treasue 
items. In addition to jumping, the wizard 
can also duck to avoid moving objects. Play 
action is enjoyable and very similar to that 
of Jumpman. 

The big extra feature is that this game has 
a construction option that lets you very eas- 
ily create your own screens. My nine year 
old son was playing the game and I left the 
room. When I came back, I found that he had 
found the construction option and had built 
a very involved and good looking screen 
without reading the very extensively written 
manual. That was impressive! 

In addition to Wizard, there is a WIZARD 
EXPANSION program that has 40 more 
screens. Half of these were created by users. 
Additional screen building capabilities have 
also been added. If you liked JUMPMAN, 
this one will keep you jumping too. 

COMING UP NEXT ISSUE 

Next issue I will be discussing the “tools” 
used by game programers. The software and 
hardware items available to help design, 
write, and debug programs. I will also dis- 
cuss some of the game construction soft- 
ware that is available. If you have any 
questions, comments, or suggestions per- 
taining to this column, send them to me us- 
ing the mailing address for this magazine. 
I am also available as ROY W on PLAYNET 
(the National home computer network for 
Commodore 64 owners). 



WWIIGATO-CIq: 


orine Simulation 


IDM PC Series (Inc.PCjr) 
l2aK RAM 

One Double-Sided Disk Drive 
COLOR Graphics Adopter 
Grophics Monitor 
(RGB recommended) 


Apple lie and lie 
128K RAM 

One Single-Sided Disk Drive 
Joystick Optional 
(64K. 80 Column Cords 
ovoiloble for $1 79.95) 


SPECTRUM HOLODYTE, INC., 1 050 Walnut. Suite 025. Boulder. CO 80002 (000) 440-0 191. Check your 
locol computer store or wherever softwore products ore sold. Deoler Inquiries coll: (800) 621-8085 
X 262. Written by Poul Arlton ond Ed Dowson. IBMond Apple ore registered trodemorks of Internotionol 
Business Machines Corp. ond Apple Computer. Inc. respectively. 
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A computer adventure and role playing game of time travel... 


Starring and Directed by 

Designed for T Produced by 

APPLE FIVE STAR 

COMPUTERS SOFTWARE 


Rarely a discovery or event occurs which alters an aspect of the lives of those it touches. For today’s 
computer generation who enjoy the thrill of adventure, the challenge of mysteries, a thirst for the unknown, 
we offer TIMESHIP. Combining the best of quality text and high resolution graphics, TIMESHIP catapults a 
mirror image of YOU, not some randomly created character, into MURDER AT THE END OF TIME, the first 
exciting time capsule, where you attempt to solve the first murder committed in the last three hundred million 
years. But it’s only the beginning! Other ‘time’ capsules are currently being developed which will allow you to 
use the master disk included in TIMESHIP for continued exciting gaming. 

TIMESHIP is available where better software is sold or you may order direct by sending check or 
money order for $44.95 to Five Star Software, P.O. Box 631, Elk Grove Village, IL 60007. Allow two to 
three weeks for delivery, sorry, no COD’s. Add $3.00 for postage and handling. Overseas orders include 
additional $5.00 for postage. For MasterCard or Visa, call (214) 330-7769. Dealer inquiries invited. 

Call (312) 952-8088. 

Circle 31 on Reader Service Card 






LORDLINGS OF YORE-the ultimate 
“Fantegy” (fantasy/strategy) computer 
game. Hi res full-color graphics, sound, 
animation , and REALISTIC combat ac- 
tion and results all combine to make this 
Apple* game a must for any player age 8 

to 80 1 , 2, 3, or 4 players with levels 

of computer opponent’s ability determin- 
ed by you. Hidden movement, passwords. 


and limited intelligence of enemy moves 
keep players “in the dark” for added 
realism. 

Never before has a combat system THIS 
good been available in a computer game. 
Don't miss it!! Available at better game 
stores everywhere. 

•Apple is a registered trademark of Apple Computers, Inc. 


Or Order Direct From: 


$ 39.95 


^viilart Corporation 


8714 Wellesley Manor, San Antonio, TX 78240 
(512) 691-2800 

Copyright ]983Softlore Corporation 
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R.I.D. was prepared with the help of SPEED STAT hy SoftCorp International, Westerville, OH 800-543-1350 

See page 40 for details on the Reader Input Device 


Game Ratings 

7.78 

Carriers at War 

SSG 

6.82 

Cytron Masters 

SSI 

7.52 

Ultimalll 

Origin 

6.82 

Germany 1985 

SSI 

7.43 

Wizardry 

Sir-tech 

6.82 

Questron 

SSI 

7.41 

Field of Fire 

SSI 

6.81 

Championship Golf 

Hayden 

7.34 

M.U.L.E. 

Electronic Arts 

6.81 

Chess 7.0 

Odesta 

7.31 

F-15 Strike Eagle 

Microprose 

6.81 

Ultima II 

Sierra On-Line 

7.16 

Seven Cities of Gold 

Electronic Arts 

6.79 

Archon ILAdept 

Electronic Arts 

7.06 

Hitchhiker’s Guide to the Galaxy 

Infocom 

6.78 

Starleague Baseball 

Gamestar 

7.04 

Archon 

Electronic Arts 

6.77 

Galactic Adventures 

SSI 

7.04 

Blue Max 

Synapse 

6.75 

Reach for the Stars 

SSG 

7.04 

Pinball Construction 

Electronic Arts 

6.72 

Karateka 

Broderbund 

7.04 

War In Russia 

SSI 

6.72 

The Cosmic Balance 

SSI 




6.71 

Broadsides 

SSI 




6.70 

Knights of the Desert 


7.03 

Choplifter! 

Broderbund 

6.66 

Astro Chase 

First Star 

7.01 

Carrier Force 

SSI 

6.66 

Napoleon’s Campaigns 

SSI 

7.00 

Breakthrough in the Ardennes 

SSI 

6.66 

Eastern Front{2nd ed.) 

Atari 

7.00 

Fighter Command 

SSI 

6.65 

Murder on the Zinderneuf 

Electronic Arts 

7.00 

Guadalcanal Campaign 

SSI 

6.61 

Witness 

Infocom 

7.00 

Music Construction 

Electronic Arts 

6.59 

Robotwar 

Muse 

7.00 

North Atlantic 1986 

SSI 

6.58 

Suspended 

Infocom 

7.00 

Operation Whirlwind 

Broderbund 

6.57 

Spy vs. Spy 

First Star 

7.00 

Sky Fox 

Electronic Arts 

6.56 

David’s Midnight Magic 

Broderbund 

6.98 

Southern Command 

SSI 

6.54 

Bomb Alley 

SSI 

6.97 

Legacy of Llygamyn 

Sir-tech 

6.54 

Ultima I 

Cal Pacific 

6.97 

Olympic Decathlon 

Microsoft 

6.50 

Fifth Eskadra 

Sim. Canada 

6.96 

Geopolitique 

SSI 

6.49 

Gulf Strike 

Avalon Hill 

6.94 

Shattered Alliance 

SSI 

6.48 

Rails West 

SSI 

6.93 

Combat Leader 

SSI 

6.47 

Epidemic 

SSI 

6.93 

Galactic Gladiators 

SSI 

6.46 

Ringside Seat 

SSI 

6.92 

Infidel 

Infocom 

6.45 

Soloflight 

Microprose 

6.92 

Knight of Diamonds 

Sir-tech 

6.44 

Legionnaire 

Avalon Hill 

6.92 

Starcross 

Infocom 

6.43 

Under Southern Skies 

Avalon Hill 

6.92 

The Quest 

Penguin 

6.41 

Mig Alley Ace 

Microprose 

6.91 

Castle Wolfenstein 

Muse 

6.33 

Grey Seas, Grey Skies 

Sim. Canada 

6.91 

Deadline 

Infocom 

6.33 

Starbowl Football 

Gamestar 

6.91 

One One One 

Electronic Arts 

6.29 

Paris In Danger 

Avalon Hill 

6.89 

Sorcerer 

Infocom 

6.28 

Clear For Action 

Avalon Hill 

6.88 

Cartels & Cutthroats 

SSI 

6.28 

Temple of Apshai 

Epyx 

6.88 

Lode Runner 

Broderbund 

6.27 

Mask of Sun 

Ultra Soft 

6.87 

Planetfall 

Infocom 

6.25 

Beyond Castle Wolfenstein 

Muse 

6.87 

Computer Baseball 

SSI 

6.20 

Cutthroats 

Infocom 

6.86 

Pursuit of Graf Spee 

SSI 

6.19 

NATO Commander 

Microprose 

6.85 

Excalibur 

Atari 

6.17 

Seastalker 

Infocom 

6.85 

Flight Simulator II 

SubLogic 

6.17 

Fortress 

SSI 

6.84 

Battle for Normandy 

SSI 

6.08 

Panzer-Jagd 

Avalon Hill 

6.82 

Computer Ambush 

SSI 

6.07 

Old Ironsides 

Xerox 
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O M rj I T R E INI D'S 


UMiVERSE 


For 200 years the people of Axia, the central planet in 
a cluster of colonies known as the Local Group, have 
relied on spacecraft from Earth for economic support. 
The spacecraft, propelled by Earth's prized Hyperspace 
Booster, arrive regularly at Axia, carrying Earth's latest 
technological advances and trained personnel. These 
shipments from Earth are strictly one-way, because the 
Local Group does not have a Hjy^erspace Booster; Earth 
has been dispatching the ships based only on her faith 
in the colonists' ability to survive. 

Four months ago, the expected ship did not arrive. The 
colony has been caught in a wave of desperate con- 
cern and wild speculation, for without Earth's assist- 
ance, technological deterioration is certain. 

Fifteen days ago, evidence of a second Hyperspace 
Booster, lost somewhere in the Local Group, surfaced. 
Discovery of this second Booster would mean a fortune 
for those who found it, and would renew contact with 
Earth; failure to find the Booster would mean the even- 
tual destruction of the colonies. You and your col- 
leagues have decided to search for it. 


Your search takes you through a multitude of star sys- 
tems and planets, using true three dimensional flight, 
orbits, and orbital transfers. But your voyage will not 
be free. You must earn money to maintain spacecraft 
and crew. You will need to use your ship for passenger 
transport, mining, trading in exotic goods, or, for the 
desperate, piracy. You may need to defend yourself, for 
there are others who are eager for profit and power. 
You will have to construct the spacecraft most suited 
to your endeavor and decide what is needed to survive 
in deep space while contending with unknowns. 

This real time game, with hundreds of kilobytes of data, 
features intelligent enemy ships and total control of 
on-board facilities such as computers, high-resolution 
scanners, weapons, assault capsules, ore processors, 
orbital shuttles, rescue pods, and much more. 

Using high-resolution graphics, and more than 30 cus- 
tom displays— distributed on several disks— Omnitrend's 
Universe allows you to experience the life of a starship 
captain in search of the lost Hyperspace Booster. 



Requires: Apple ][, ][+, //c, //e with 48K, DOS 3.3, minimum I drive. IBM-PC, IBM-XT, IBM compatible with 192K, PC-DOS 2.0 or higher, 
color graphics, minimum 1 drive. Zenith Z-IOO series with 192K, MS-DOS 2.0 or higher, color graphics, minimum 1 drive. To order 
contact your local dealer or telephone Omnitrend (203) 658-6917. Price: $98.50 plus applicable charges as noted below. Terms and 
Conditions • Personal/Corporate checks allow 15 days to clear • C.O.D. orders accepted with $5.00 non-refundable surcharge 
Master Card and Visa include telephone number • All Connecticut residents, add 7 1/2% sales tax • Shipping, handling, and insurance 
$4.00 minimum per unit, additional $3.00/unit for UPS Blue Label • Alaska, Hawaii and export orders subject to additional charges 
Prices subject to change without notice • Dealer/Distributor inquiries invited. • IBM-PC and IBM-XT are trademarks of IBM Corporation. 
Apple ][, ][+, //c, and //e are trademarks of Apple Computer, Inc. Zenith Z-100 is a trademark of Zenith Data Systems. 

Copyright © 1984 by Omnitrend Software. 
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THE ULTIMATE 

IN MARTIAL ARTS SIMULATIONS 



A UNIQUE AND EXCITING GAME FEATURING . . . 


• individual fighter creation • five martial art styles • belt rank promotions • record of top 10 fighters 

• multi-piayer participation • work outs with instructors • four tournament divisions • full fighter control 

$34.95 Uses keyboard, paddles or joystick. If not at your local computer store, order directly from: 


For Apple(g)ll 
Now 



MOTIVATED SOFTWARE, IIMC 

‘oo — OO* ‘OO — cxy 'O 

80 RANCHO DRIVE • MILL VALLEY, CA 94941 • (415) 383-9005 




Commodore 64"^ 
Soon 


•lid I hc( k ot Moiiry ()t<)»'f VIMA .iinl M.isfetcarcl accepted Include narnt' address and ptione niimher and 00 foi s»iipf)ing and liandling California residents add 6 S^o sales tax 
Appli' , 111(1 C()iiiinodoi(‘ 64 are leqistered trademarks ot Apple Compnltn Inc and Commodore Eloctionics. Ltd lospectively 
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